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INTRODUCTION 


Nintendo Games Secrets 2 is meant to get you farther than 
you've ever gotten in the games you love to play. By combining 
detailed descriptions with lots of graphics, this book not only 
tells you what to do, but often shows you, too. Like all books in 
the Secrets of the Games series, Nintendo Games Secrets 2 goes 
an extra step for you. In fact, you can read this book in three 
different ways: 

1. As a guide to the games you don’t yet own. What 
kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. As a strategy guide. How can you play this game 
successfully? Check the General Strategies section of each 
chapter for the most successful techniques and ideas. Then 
check the level-by-level, step-by-step Strategy Session and learn 
exactly how to go from the start to the finish of each game. 

3. To learn the ultimate secrets. Even in the step-by-step 
descriptions, we hold back a little. We want you to try and 
figure it out on your own. But if you’re still stuck, try our section 
called The Secrets. Often you'll find special strategies, 
passwords, or even powerful secret techniques in The Secrets. 

We've provided a chapter of Short Tips to add to your 
fun, and we've provided Previews of upcoming releases. Some 
of the previewed games will be covered in Nintendo Games 
Secrets 3! 


I'd like to end with a personal statement. Video games are often 
violent in content. That's okay. They're games. Enjoy the games, 


but please remember what's important: 


Respect the Earth. 
Respect all Life. 


—RDM 


CHAPTER 1 


Castlevania Ili 


Distributor: Konami 
Game Type: Arcade Action 
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WHAT'S GOING ON? 


It's a century before the birth of Simon Belmont, vampire killer. 
Count Dracula is alive and well, and taking over the continent of 
Europe with his evil powers. Only one man can stop him. Trevor 
Belmont, Simon's great-grandfather, and a vampire killer himself! 


PLAYERS 


Castlevania III is for one player only. 


SCORING 


The main reason to score points is to get extra lives. At 20,000 
points, and at every 50,000 points after that, you get one extra life. 


LIVES AND CONTINUES 


You start the game with three lives. Each life has a Life Gauge. As 
Trevor is hit by enemies, the Life Gauge decreases. If the Life Gauge 
runs out, Trevor's dead. Lose all three lives and the game is over. 
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Whenever you lose all of your lives, you can Continue or 
get a Password. The password allows you to start from (more 
or less) the last level you reached. A password won't work 
unless you use the same name you were using when you got 
the password. This allows players to have their own 
customized passwords. Don’t forget to write down the name 
along with the password! 


CONTROLS 


Move Character Throw Special Item Crack Whip 
(with B Button) 
tnt x: 


Switch Character Pause Jump 


WEAPONS 


There are four different characters in the game, including Trevor, 
and each of them has his own weapons. A character's Main 
Weapon can be used endlessly. The Warakiya War Item costs a 
Heart every time it is used. For more on Hearts, see Special 
Items below. 


Alucard 

Main Weapon 

The Ball of Destruction is well named. At first, it only shoots a 
single Ball. By collecting power-ups, Alucard can shoot two or 
even three Balls at once. 

Warakiya War Items 

None. Alucard does have a special talent (see Friends below). 


Grant DaNasty 


Main Weapon 
The Dagger is a weak weapon, and Grant has to be very close to 
his enemies to stab them with it. If he gets a Dagger in the Item 
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Window, he can throw them (each throw costs a Heart). If Grant 
is sticking to the wall, he’ll throw Daggers in the opposite 
direction of the wall. If he’s on the ceiling, he'll throw daggers 
straight down. 

Warakiya War Items 

The Axe is the only other weapon Grant can use. It’s the same 
weapon as Trevor Belmont's Battle Axe, and just as strong. 


Sypha Belnades 

Main Weapon 

The Warakiya Staff has only one level of power. 

Warakiya War Items 

Flames burn through just about anything. 

Frozen Crystals chill out your enemies, literally. Hit them when 
they're iced over to shatter them. 

(Goodness Gracious Great) Bolts of Lightning shoot out in three 
directions. 


Trevor Belmont 

Main Weapon 

The Mystic Whip has three levels of power, from Mystic Whip 
to Chain Whip to Long Chain Whip. 

Warakiya War Items 

The Banshee Boomerang flies straight across the screen, and 
will fly back toward you when it reaches the edge of the screen. 
However, you can't catch it again. 

The Battle Axe flies through the air in an arc, cutting anything 
in its path. 

The Dagger flies straight across the screen. 

The Sacred Water flies at a low arc. When it hits the ground, it 
causes a small fire. 


SPECIAL ITEMS 


The Bonus Bag adds points to your score. 

Double Trouble (the II symbol) lets you fire two Warakiya 
War Items in a row. 

The Heart is worth one use of a Warakiya War Item. 

The Heart of Stone is worth five Hearts. 

The Invisibility Potion makes you invisible and 
invulnerable for a limited time. 

Leg of Werewolf restores some of your Life Gauge. 

The 1-Up gives you an extra life. 

The Pocket Watch allows you to freeze the enemies on the 
screen briefly. It is used as a Warakiya War Item. 
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The Rosary destroys every enemy on the screen. 
The Triple Threat (III symbol) lets you fire three Warakiya 
War Items in a row. 


FRIENDS 

There are three partners to be found in the game. They start out 
as evil Bosses, but when you defeat them, they will ask to join 
you. Each of them has his own special talents. 

Alucard is the son of Dracula. He can turn into a vampire bat 
and fly around the screen, but this costs Hearts. 

Grant DaNasty can climb on walls and ceilings, sticking to them 
like a spider. 

Sypha Belnades blasts enemies with a variety of special attacks. 


ENEMIES 

Dracula has assembled a huge army to take you on. Most of your 
foes are easy to destroy, but the Bosses of each Level are quite a 
challenge. The Strategy Session will talk about all of them. 


STRATEGY SESSION 
General Strategies 


Even though there are three companions you can take along, the 
only worthwhile one is Grant DaNasty. His climbing skills are 
extremely useful, and pair off very well with Trevor’s strength. 
Alucard’s flying skill only comes in handy on very rare 
occasions. Sypha’s attack skills are powerful, but he’s too weak 
to fight for long periods. Our guide will use Grant. You can take 
someone else if you want, but you will have to adjust your 
strategies for your partner. 

If you have a rapid-fire controller, use it. You'll strike your ene- 
mies with blazing speed (and save wear and tear on your finger). 

Each Level is made up of several Areas. You know you've 
entered a new Area when you climb off the top or bottom of the 
screen and enter the next section of a Level. You know you've 
entered a new Level when you go through a door. Keep this in 
mind as you read the guide below. 


Level 1-01 

Area 1: This is the easiest level of the entire game. No enemies, 

just a few candles and a few torches to whip. Be sure to climb 

the stairs to get the candle on the ledge. When you reach the 
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door, your whip should be fully charged, and you should have 
the Dagger. Go through the door and you'll enter the next level. 


Level 1-02 


Area 1: The two skeletons here are pretty wimpy. You'll meet 
some skeletons later on that are much tougher. Whip through 
the skeletons, collect all the candles, and climb up the stairs. 
Area 2: There are several bats 
hanging around, waiting to attack 
you when you get close to them. 
Keep a close eye out for them, 
because they blend in well with the 
dark background. Keep going until 
you climb off the top of the screen. 
Area 3: You'll encounter a skeleton that throws bones and leaps 
at you. Let the skeleton jump down at you, and whip him. 
Climb up the stairs and walk to the right. A second skeleton will 
attack you before you reach the stairs leading down. 

Area 4: Start going to the right. You'll be attacked by waves of 
Medusa heads! The heads move in a predictable wave pattern. 
You can either whip them or run past them as they dive 
underneath you. 


You'll also see some strange clear 
platforms. If you just walk across these 
platforms, nothing will happen. If you jump 
onto one, though, it will rotate, and you'll 
drop through it. If there's nothing beneath 
the platform, you're history. Don't jump 
onto these platforms, and don't get knocked 
onto them by Medusa heads. Use the higher 
ledge to walk to the door on the right. 


Level 1-03 


Area 1: This is pretty easy. Just run to the right 
and whip the zombies. There's a Rosary 
hidden in one of the candles along the path. Go 
down the stairs when you reach them. 

Area 2: It’s time to find your first hidden item. 
Move down to the bottom of the screen and 
turn left to face the two blocks. Use your whip 
and you'll smash one of the blocks, revealing a 
Heart of Stone. Jump over the remaining block to take the Heart. 
Keep walking to the left until you're against the wall. 
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Whip the wall while you’re 
standing up to break a block, then 
kneel down and whip again. Leg of 
Werewolf will appear when you 
smash the second block. Pick it up 
and you'll recharge your Life Gauge. 


Start going to the right. You'll be attacked by hyperactive 
hopping creatures that jump around in irregular patterns. Try to 
whip them at a distance, because they're hard to eliminate when 
they get close. 


The last obstacle on this level 
is a Pillar of Bones. The trick to 
beating the Pillar is to whip the 
fireballs it shoots at you, then 
keep whipping it while it pauses 
between shots. Six whips will 
destroy the Pillar. 


Level 1-04 


Area 1: The first candle has a Rosary. Scoop it up as you move 
to the right. More zombies will attack you, and this time, they'll 
come right out of the ground! They're pretty wimpy, though. 

In no time, you'll arrive at an area with a pile of armor on 
the ground. When you walk far enough to the right, the armor 
will turn into a Boss! 

To beat this Boss, 
simply whip him as fast as 
you can. If he gets too close, 
leap onto a ledge and jump 
over him. If you can stay 
behind him, you can whip 
him without worrying 
about being attacked. 


F, ~ : 
ae ee ee ee 


Eventually, the Boss will run 
out of energy and burn up! The Ball 
of Light will fall to the ground. Take 
the Ball and you've successfully 
cleared the first Level! 


Paths of Fate 


Now you have to choose where to 
go next. Go along the upper path to 
enter the Clock Tower of Untimely 
Death. (Isn't it always?) 
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Level 2-01 

Area 1: Right at the start of 
the level, jump across to the 
wall on the right and whip 
the blocks to uncover a 
Heart of Stone. Then jump 
and climb the stairs. 

Keep climbing until you reach a gear wheel. Climb to the 
single block on the right side of the wheel, then jump onto the 
wheel and ride to the left. Jump to px 
the wall and whip the blocks to 
reveal another Heart of Stone. Collect 
the Heart and use the wheel to jump 
back to the right. Climb up the stairs. 
Area 2: There's nothing wild 
in this area. Collect Sacred 
Water or a Pocket Watch if 
you want. Other that that, 
^ [ } | Fae just go to the left and climb 
A 2 IM up those stairs. 

Area 3: Jump up the ledges on the left and 

wait for the huge pendulum to swing at 
you. Jump on it as 
it stops swinging 
left. Ride the 
pendulum to the 
right and jump off 
onto the ledge. Now ride the second 
pendulum to the right and to the door. 
Don't fall, or you'll lose a life. 


Level 2-02 

Area 1: Whip the wall directly below the door for a Heart of 
Stone, then move to the right. Ride the gear over to the ledge, 
and climb up to the next ledge. Now go to the left, jumping 
across the horizontal gears, until you reach the stairs leading up. 
Area 2: Climb slowly up the stairs, and whip the Medusa heads 
whenever they get in range. If they hit you, they might knock 
you into the deadly spikes. 

Area3: Climb up the stairs to reach the door. 


Level 2-03 

Area 1: Jump onto the gear and ride to the right. Whip the candle 

above the gear when you're touching it; otherwise, the item inside 
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will fall off the screen. When you're off 
the gear, jump onto the single block and 
whip the right wall to find a hidden 
item. Cool! Climb up the stairs to the 
next area. 

Area 2: This area is all climbing, with 
lots of Medusa heads. If you have the 
Pocket Watch, use it to freeze the Medusas, especially when 
you’re jumping across the gears. 

Area 3: Jump onto the single block against the right wall and 
whip the blocks to find a Leg of Werewolf. Take the Leg and 
move to the left until you enter a room with an ugly-looking 
dude in it. This is Grant DaNasty! 

There’s no particular pattern to use. 
Just whip Grant whenever he gets close. If 
you want to 
hide out from 
him, move to the 
lower-left corner 
of the screen. 

Sometimes, Grant will climb onto the 
ceiling. If he does, get out of the lower-left 
corner. Otherwise, he will drop an axe that will almost certainly 
hit you, since you have so little room to dodge it! 

When you defeat Grant, pick up the Ball of Light. Grant will 
turn into his normal self! Take him with you. His skills will 
make the upcoming levels a lot easier. 


Level 2-04 

Area 1: Go to the left and collect the candles, then go to the right 
and defeat the Skeleton. Remember to get the Leg of Werewolf 
in the wall. 

Area 2: This area is all climbing, with lots of Medusa heads. If 
you have the Pocket Watch, use it to freeze the Medusas, 
especially when you’re jumping across the gears. 

Area 3: Collect the hidden item in the right wall before you jump 
across the large gear to the door on the left. 


Level 2-05 


Area 1: Turn into Grant just as you enter the level. Jump onto the 
ledge above you and use the controller to stick to it. Now climb 
to the left and onto the top of the ledge. This is tricky, so be 
careful. When you're on top of the ledge, move to the right and 
stab the blocks there to reveal a 1-Up! Climb back down to the 
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ledge and turn back into 
Trevor, then climb down 
the stairs. 

Area 2:Climb slowly down 
the stairs, and whip the 
Medusa heads whenever 
they get in range. If they 
hit you, they might knock 
you into the deadly spikes. 
Area 3: When you come off the stairs, walki to the right and fall 
through the hole. Move to the left and whip the wall underneath 
the stairs for a hidden item, then climb the stairs. 


Level 2-06 


Area 1: Jump onto the pendulum and ride left to the ledge, then 
jump down to the stairs. 
Area 2: There are several armored soldiers to whip. The stairs 
are to the right. 
Area 3: Climb down until you reach a gear wheel. Climb to the 
single block on the right side of the wheel, then jump onto the 
wheel and ride to the left. Jump to the wall and whip the blocks 
to reveal a Heart of Stone. Collect the Heart and use the wheel to 
jump back to the right. Climb down the stairs. 

Near the end of the level, jump across to the wall on the 
right and whip the blocks to uncover a hidden item. Then jump 
over to the left and go through the door. 


Level 3-01 


Area 1: This area is full of 
owls. Keep a close eye on 
the trees. When you see a 
pair of eyes staring out at 
you, you'll know than an 
owl is getting ready to 
come after you. 

The best technique against the owls is to hit them before 
they start flying. When they come out of the trees, they pause 
for a moment before swooping. This is the perfect time to whip 
them. Whatever you do, be sure to keep moving to the right. 
The faster you get through the owls, the better. 


Level 3-02 


Area 1: Kill the pesky hopper on the ground, then start 
climbing up. The red skeleton will collapse into a pile of bones 
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when you whip it, but after a few moments, it will turn back 
into a skeleton! Whip the skeleton and move past it quickly, 
before it can re-form. 

Area 2: Wait on the stairs and let the Pillar shoot fireballs, then 
climb up to the ledge and whip the Pillar. Walk to the right. 
You'll have to fight through a hopper and another Pillar before 
you reach the stairs. 

Area 3: Walk onto the ledge below and to the 
right of the stairs. Don’t fall down to the 
ground! Now face left, duck, and whip. You'll 
break a block and reveal a Leg of Werewolf. 


Walk left and fall through the hole. You'll fall right 
onto the Leg. Walk right and through the door. 


Paths of Fate 
Choose the lower path to go to Level 4-01. 


Level 4-01 

Area 1: Mud toads! Stay on the ledges 
and get ready to whip the slimy 
suckers as they jump out at you. If 
you fall into the mud, jump quickly 
before you sink and lose a life. Run to 
the right until you reach the stairs. : 

Area 2: It’s possible to go to the left, but there's nothing worthwhile 
in that direction. Go to the right and get through the door. 


Level 4-02 
Area 1: Whip the two candles on the ledge, 
then run to the right and jump onto the 
floating platform. Ride to the right until you 
reach a second platform. Use it to ride up to 
the ledge. The candle here holds an Axe. 
Keep going to the right until you're past the mud. You'll be in 
an area with many pink blocks. Walk to the right side of the blocks 
and face left. Whip the block to break it and walk left. Squat and 
whip the block on the left to reveal Leg of Werewolf. Then walk 
back to the right until you reach the door. 


Level 4-03 
Area 1: The fiendish ghosts in this area 


take two hits from the whip. Stand still 
and let them fly low enough for you to 
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whip. You can also jump and whip, but it’s riskier. The stairs are 
to the right. 

Area 2: There’s lots more mud to get past, and lots more 
mudmen too. Just keep moving to the right as fast as you can to 
reach the door. 


Level 5-01 


Area 1: Jump up and whip the floating 
eyeball. Move to the right until you reach an 
area with acid dropping from the top of the 
screen. Wait above the candle and let the 
acid droplets eat through the blocks until 
you can walk into the area with the candle. 

Whip the candle to 
get an Axe, then whip 
the blocks to get a Leg of Werewolf, and to 
create a hole for you to walk through. Whip 
the fire monster and go down the stairs. 
Area 2:Jump to the right. The acid droplets are 
back! Wait above the candle and let the acid do 
its work. Switch to Grant and crawl around 
until you're above the candle. Drop down and stab the candle for a 
1-Up. Then jump onto the roof and crawl over to the door. 


Level 5-02 

Area 1: Make sure you're Grant, then jump onto the roof and 
crawl to the right. A few of the candles are above ledges being 
circled by energy balls. Wait until the ball goes under the ledge, 
drop onto the ledge, stab the candle, then jump back onto the roof. 
It sounds complicated, but it's easy to do. The door is to the right. 


Level 5-03 
Area 1: Transform into Grant, if you haven't already. Let the acid 
droplets eat a pathway to the upper door and go through it. 


Level 5-04 
Area 1: Use Trevor's whip to destroy the fire creatures, and 
Grant's climbing skills to move to the right. Use the upper door. 


Level 5-05 

Area 1: Use Grant to pass the floating spikes by jumping along the 
ledges on the top. Then ride on top of the impaling spikes. Move to 
the right and climb the orange blocks to the top of the screen. Walk 
along the blocks, past the energy balls. 
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When you see the floating platform, turn 
into Trevor and whip the candles near the 
ledge. One of them holds an Axe, which you'll 
want Trevor to have. Turn back into Grant and 
climb onto the ledge with the stairs leading up. 
Area 2: Watch out for the floating eyeball! 
Quickly whip the candles for hearts, then move 

Yikes! Spikes! tO the right until you reach the coffin. A bunch 
of bats will fly out of it! 

The bats will eventually flutter to the ground and form into 
Alucard! Alucard attacks by opening his cape and shooting 
three fireballs. 


Attack Alucard by throwing The other two fireballs will 
an Axe at him as soon as he miss you. Alucard will turn 


opens his cape, then duck ; t thi 
and whip the fireball headed ce ni 4 d 


toward you. 


Keep up the attack until 
Alucard collapses into a 
heap, then grab the Ball of 
Light. Alucard will ask to 
join your party, but turn him 
down. Grant's the guy you 
want on your side, not some 
bloodsucker! 


Level 5-06 


Area 1: Watch out for the green 
blobs at the start of the area. The 
blobs bounce around in a very 
tricky fashion, and they can do 
lots of damage. Whip them quick! 

Move to the right and jump 
quickly past the collapsing 


EET 
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ledges. You'll reach a long, solid ledge. When you reach the mid- 
dle of the ledge, mummy creatures will appear on both sides of 
you! Whip the one on the right and get off the ledge as quickly 
as you can! 

Jump past the next group of collapsing ledges until you 
reach stairs. The mummies will reappear! Get up the stairs 
before they do too much damage, and whip the floating eyeball. 
Then climb up the next flight of stairs. 

Area 2: Ack! More mummies! Move right and get up the stairs! 
Whip the red skeleton before you jump onto the ledge. Move to 
the left. The door is a few ledges away. 


Paths of Fate 
Choose the upper path to go to Level 5-07. 


Level 5-07 


Area 1: Stay next to the door and 
whip the ghost, then move to the left. 
Watch out for the falling blocks. 
When another ghost appears, you're 
close to a hidden Heart of Stone. Kill 
the ghost and then whip the right 
side of the upper cluster of four 
blocks. Continue to the left. 

You'll pass a second area of falling 
blocks and enter a room. Whip the ledge 
on the right side of the room to get a 
Double Trouble symbol. Then move to 
the left until the pile in the middle of the 
room turns into the Boss from Level 1! 

There's no strategy here—just whip the 
guy as quickly as you can. The bones he 
throws at you can be destroyed with the 
whip, so quickness pays. You'll take a lot of 
damage, but you will emerge the victor. 


Level 6-01 

Area 1: Whip the two green blocks at the start of the area for a 
hidden Heart, then walk left to the water. Turn into Grant and 
jump onto the bottom of the ledge with the stairs. Climb up and 
over, then turn back into Trevor and climb up the stairs. 
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Area 2: Whip the candles and move left 
until you reach the second group of 
stairs. Turn into Grant and jump onto 
the ceiling. Now crawl to the left and 
hold on! A murder of mummies will 
appear below you as you move, and if 
you fall, you're dead. Keep going until 
you reach the door. Turn into Trevor 
and fall down to the door. Walk 
through. 


Level 6-02 


Area 1: There are a few red skeletons and a white bone- 
throwing skeleton, but there's nothing hidden and nothing 
tough. Climb up the stairs when you reach them. 

oe Area 2: Ride the floating platform to the 
right. Whip the knight and wait for a floating 
platform to arrive. Walk onto it and duck 
down as the platform moves to the right. If a 
bat attacks you, stand up in between the 
stalactites and whip, then crouch down again 
before you get knocked off the platform. 
Jump to the next floater at 
the spiked ledge and keep on f 
riding to the right. Keep p Ha 
moving right until you meet fpa daana 
the axe-thrower. Jump onto his MES RA UESCAC U- 
ledge and whip rapidly. If you E 

see him crouch, crouch with him and whip so that you destroy 
his axe as he throws it at you. When he's dead, walk right and 
use the stairs to go up. There's a Leg of Werewolf hidden in the 
rocks to the left of the highest flight of stairs. 

Area 3: Move up and wait for the Pillar of Bones to shoot three 
times, then walk onto the ledge, crouch, and whip. Walk to the 
right and keep walking until Frankenstein appears! 

Franky baby's pretty easy to beat. Hide out underneath the 
stairs. If you have the Boomerang, throw it at Frank. If you only 
have a whip, nail Frank as fast as you can. 

The bigger they are, the harder they fall, and Frankenstein's 
no exception. When he dies, take the Ball of Light and it's off to 
the next Level. 
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When Frank stomps his foot, a bunch of rocks will fall from 
the top of the screen. If you're under the stairs, the rocks can't 
hit you. Then Frank will throw a single rock at you. 
Dodge it and resume attacking him. 


Level 7-01 


Area 1: These swordsmen have really lost their heads over you. 
They can strike quickly, so don't be careless. Whip them both, 
get all the candles, and climb up the stairs. 

Area 2: Jump over to the left and 
whip the blocks to get a Heart of 
Stone. Then wait for the acid to eat 
away the blocks. Change into 
Grant and climb to the door as 
soon as the way is clear. 


Level 7-02 


Area 1: Change into Trevor and jump from platform to platform, 
whipping the candles as you go. Easy! 


Level 7-03 


Area 1: Change into Grant and get across to the door as quickly 
as you can. Why waste time when you've got vampires to kill? 


Level 7-04 


Area 1: Change into Trevor and whip the zigzagging ghosts as 
you move to the left. Watch out for an area with falling blocks. 
When you reach this area, turn into Grant and wait for enough 
blocks to fall so that you can jump to the ledge with the stairs. 

Area 2: Whip the left wall for Leg of Werewolf, then climb up 
the stairs and kill the skeleton. Walk to the right until you reach 
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more stairs. Turn into Grant and climb 
over the wall. Fall to the ground and 
turn back into Trevor. This way, you 
won't take the risk of being attacked as 
you climb down the stairs. 

Whip the candle on the left, then 
move to the right until you see the door. 
You should also see a giant bat. After a 
moment, the bat will spring to life! 

Kiling the bat is simple. 
Crouch on a ledge and wait for the 
bat to fly within whip range. Then 
start whipping like mad. As you hit 
the bat, it will split up into smaller 
bats, but as long as you keep 
whipping, these bats won't be able to move. Eventually, all the 
bats will die and you'll have a clear path to the door. 


Level 7-05 
Area 1: Change into Grant and wait for 
the blocks to start falling! As the blocks 
fall down and form piles, stay on top 
of the piles. If the piles start getting 
close to the top of the screen, jump into 
the air to scroll the piles toward the 
bottom of the screen, giving you room. 
Keep moving up with the piles 
until you see the stairs. Jump to the ledge below the stairs, then 
jump up to the stair ledge and climb around and up. Watch out 
for falling blocks as you climb up the stairs. 
Area 2: Change to Trevor and move to the right. Watch out for 
the spiders. They shoot baby spiders at high speeds! You can 
whip the baby spiders if you're fast enough. Get up the stairs as 
soon as you can. 
Area 3: Two ravens attack you at the start of the area. They're 
wily creatures, so whip them quickly. Turn into Grant and climb 
up to the next ledge. Walk to the left and 
jump onto the floating platform when it gets 
close. Ride it to the left until you arrive at 
the door. Jump onto the floating platform 
below the door and ride it down. Walk onto 
the single block and stab the wall to get a 1- 
Up. Get back onto the platform and ride up 
to the door. 
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Level 7-06 

Area 1: Make sure you're Grant, and jump onto the ledge with 
the stairs. Climb up. 

Area 2: Climb up to the ledge and turn into Trevor. Whip the 
candles and head to the left. You'll be walking over rotating 
platforms, so don't jump until you have to jump to the door. 


Level 7-07 
Area 1: Easy as pie. Whip the headless swordsman and climb up 
the stairs. 

Area 2: This area will start to scroll up soon after you enter it. 
Keep jumping up quickly to stay as high on the screen as you 
can. Whip a few candles along the way to collect Hearts. When 
you reach the top of the screen, use the stairs on the left. 

Area 3: Jump up to the axe-thrower and dispose of him, then walk 
to the right until you reach a room with three coffins inside. Turn 
into Grant and jump up to the highest ledge on the left. A ghostly 
fireball will appear and move left and right, then descend into the 
left coffin. Two mummies will come out of the coffin. 

If you have Axes, throw 
them at the mummies below. 
Keep throwing them until 
you run out. If you don't have 
Axes, you'll just have to fight 
harder in the next sequence! 

Fall down to the ground 
and turn into Trevor. Jump 


onto one of the lower ledges and 
whip the mummies from there. 
They'll shoot bandages at you. 
You can jump over these 
bandages or whip them. 

When you destroy both 
mummies, the fireball will reap- 
pear and go into the right coffin. A hulking brute with a huge 
hammer then appears to attack you. When the hulk gets within 
whipping range, whack him once or twice and then leap over 
him. Scamper over to the opposite side of the screen and jump 
onto the ledge. Face the hulk and get ready to attack again. 

If the hulk starts running, don't bother attacking him. Just 
keep jumping over him until he approaches you slowly, then 
whip him. Repeat this pattern until he's beaten. 
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The fireball will appear for the last time and bust out the 
boss in the middle coffin. This huge gargoyle jumps into the air 
three times. After the third jump, he shoots three fireballs. 

Stay close to the gargoyle 
while it’s jumping. When it’s 
about to shoot the fireballs, 
move away and get ready to 
dodge the fireballs. You can 
also whip them. Then move 
back in and attack again. 
Repeat the pattern until the 
gargoyle is defeated! 


Level 8-01 

Area 1: Run to the right and whip the zombies and bats as you 
go. You'll reach two axe-throwers. Dispose of them both and 
climb up the stairs. 

Area 2: Run to the right until you reach the door! 


Level 8-02 


Area 1: Whip the second candle from the left 
to get an Axe, then move right until you reach 
the wall. Whip the wall for Leg of Werewolf. 
Climb up the stairs and throw Axes to 
destroy any skeletons in your way. Then run 
to the left. Whip all the candles before you 
climb up the stairs. 

Area 2: Move to the right and whip the blobs. 
Jump up to the higher ledge when you reach the wall. The axe- 
thrower will move away from you when you jump onto the 
ledge, so chase him to the left, and keep whipping while you 
chase him. Destroy him and then get ready to defeat another 
axe-thrower guarding the stairs. 


Level 8-03 


Area 1: Move to the left wall and whip it 
for a Heart of Stone. Then climb the 
stairs. Whip all the candles moving right. 
Eventually, the ledge beneath you will 
start to collapse! Run to the right and 
whip candles as you go. Try to end up 
with the Axe as your weapon; it’s hidden 
in one of the candles along the path. 
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When you reach the end of the line, you'll be in the chamber 
of the Grim Reaper. The Grimster will materialize, and four 
boomerangs will appear as well. 


The boomerangs will 
fly at you while the Reaper 
floats around the screen. 
Stay on the ground and 
whip the boomerangs 
while throwing Axes at the 
Reaper. Whip the Reaper if 
he gets low enough. 

UUR: you whip a boomerang, another one will appear 
to take its place. Just keep whipping, moving, and throwing 
until the Grim Reaper is destroyed. Or is he? Of course not! 

A giant skull will appear 
on the screen and start flying 
around. Whenever the skull 
glows, a boomerang shoots 
out at you. Use your Axes 
and whip to destroy the 
skull. Stand on the ledges if 
you're feeling daring, or just 
stay on the ground. If the skull gets close, you may need to use 
the ledges to jump over it. 

When you kill the skull, you've truly finished off the Grim 
Reaper. Great playing! 


Level 9-01 
Area 1: Whip the two candles as you climb up the stairs. 
Area 2: When you reach the top of the stairs, turn into Grant and 
jump to the high ledge on the left. Stab the candle and get the Axe, 
then jump back down to the lower ledge. Start running to the right. 
Vultures will fly onto the 
screen, carrying hoppers. Stab 
the hoppers as soon as they 
land and start running right 
again. If you stop to kill the 
hoppers, they'll soon sur- 
round you. Keep running 
until you reach the orange 
blocks. Climb up the stairs. 
Area 3: Throw Axes to get the 
candles above you, then go 
through the door. 
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Level 9-02 


Area 1: Jump on top of the impaling spikes and whip the 
candles to get the goodies inside. Move left until you reach a 
gap in the floor. Turn into Grant and leap across the gap, landing 
on the impaler. Ride the impaler up and leap left into the space 
between the impaler and the spikes. 

Jump onto the impaler and whip the candle (as Trevor), then 
fall to the ground and climb up the stairs. 
Area 2: This area is tough. You'll have to do most of your 
fighting on stairs. When ghosts come at you, face them and 
whip them. Then attack the 
Pillars in the moments 
between ghost attacks. Take 
your time, but don't take 
too long! 
Area 3: Kill the axe-thrower 
and go through the door. 


Level 9-03 


Area 1: Whip your way past the two knights and climb up the stairs. 
Area 2: Turn into Grant and start climbing up. The screen will 
start sooline downward. Stay on the right side of the screen 
and stay near the top. Keep stabbing 
the walls. One of them holds a 1-Up. 
When the screen stops moving down, 
get onto the stairs and climb up. 

Area 3: Jump over to the right wall and 
stab the wall for a Leg of Werewolf. 
Move back to the left, and to the door. 


Level 9-04 


Area 1: The water is filled with fishmen. You can see them as 
dark shadows in the water. When they pop out of the water, 
they'll shoot fireballs at you. Watch the water and keep an eye 
out for them. 

If you're daring, you can move to the left and whip the 

candles. If you're not, you can use Grant to climb right up to the 
stairs. In most cases, it's safer to go to the stairs. 
Area 2: Move to the left, over the rotating ledges. Don't jump! 
You'll reach a room with a door on the left wall. Your deadliest 
enemy yet will appear. Yourself! This doppleganger creature 
will use your own powers to attack you. 
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You'll have to be very 
quick to beat this Boss. The 
trick is to keep switching 
back and forth between 
Grant and Trevor. Every 
time you change, the 
doppleganger will change 
to match you. It also 
becomes vulnerable for a moment after assuming a new form. 
Use this moment to strike, and then change again. 

Repeat the rapid changing until you beat the doppleganger. 
You're almost there! Get ready for the final Level! 


Level A-01 


Area 1: Move to the left, killing the ravens as you go. Be sure to 
whip the candle on the ledge with the red skeleton before you 
climb down the stairs. 

Area 2: The screen starts moving up as soon as you enter the 
area. Jump between the gears and fall between them. Jump 
downward onto ledges as they appear at the bottom of the 
screen. Near the bottom of the area, you'll see a gear. Jump onto 
the gear and jump left over to the stairs. 

Area 3: Wait on the stairs for the Pillar to shoot 
fireballs, then climb down and smash it with the 
whip. Move to the left until you reach a silver 
pillar. Throw an Axe at the candle on the pillar 
to get a 1-Up. Then run to the left and jump 
over the Pillar in front of the door. Don't bother 
trying to whip it; you'll fall onto the spikes 
because of the collapsing blocks in front of it. 


Level A-02 


Area 1: Whip the blocks below 
the door for a Leg of Werewolf. 
Then move to the left. You 
should get Sacred Water from 
one of the candles before you 
climb up the stairs. If the 
skeleton is on the right side of 
the stairs, run up the stairs 
between the bones. If the skeleton is on the left side, throw 
Sacred Water at him. Get the Axe in the candle on this ledge 
before you use the stairs. 
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Area 2: Run to the right and climb up the stairs to the ledge. 
Jump onto the pendulum and ride to the left. You'll have to ride 
three pendulums to reach the door. Along the way, you will be 
attacked by bats. If a bat is attacking you when you're about to 
jump to another pendulum, don't try it. It's better to make a safe 
jump than to blow a risky one. 

Area 3: Whip the two candles and climb up the stairs. 

Area 4: Whip all the candles except the one 
shown in the picture. This one gives you the 
wimpy Dagger for a weapon, and you don't 
want it! Move to the left until you reach 
Dracula! See The Secrets if you need help 
beating him. Good luck! 


SHH... THE SECRETS 
Defeating Dracula 


When Dracula stands up, 
move left and right until 
two pillars of fire shoot out 
of the ground. (If you don't 
move left and right, the 
pillars will appear very 
close together, trapping 
you between them.) 

Jump up and whip 


Dracula in the head once or 
twice, then watch the 
ground below you. When 
you see a wisp of flame, 
move out of the way. The 
wisp will erupt into a huge 
pillar of fire! If your whip 


can reach Drac's head, give him a few 
more whacks. 

Dracula will shimmy to a new 
location. You can't hurt him when he's 
doing this. Just wait at a safe distance 
until he stops, then start moving left 
and right again. Repeat the pattern 
until you kill Dracula. 
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Dracula will turn into a huge mass of floating heads that 
spew out acid! Whip the heads, and throw a few Axes at them 
too. Don’t get pinned on one side of the screen, or the heads 
might float down and hit you! When you kill all the heads, run 
to the right side of the screen. The final enemy will appear! 


Stand on the left side of the ledge and wait for him to shoot 
a laser beam. Dodge the beam by running to the right side of the 
ledge. Then move back to the left. Jump up and throw an Axe, 
then get ready to dodge again. If you jump onto one of the 
orange platforms, get off it quickly! 

When this enemy goes down, you’ve won the game. Sit 
back and enjoy the ending sequence! 


EXTRA LIVES 


On the name entry screen, input your name as HELP ME. You 
will start the game with ten lives! 


PASSWORDS 


Here are passwords for Levels 3 through 8. You'll have to fight 
to Levels 9 and A yourself. That shouldn’t be too hard, because 
all of these passwords use the name HELP ME—which means 
you start with ten lives! 


Level 3 


Level 4 
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Level 5 


IEP ME 


Level 6 


Meanwhile... 


CHECK IT OUT. DUDE/ 
LOOKS LIKE THERE WERE NINTENDO G; SECRETS! 
WO BOOKS... HEY! EXCELLENT/ 


T 
THERE WAS A BODACIOUS BAG 
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WE GOTTA SPLIT THIS Ui 

TELL YOU WHAT. WHY DONT | 

TAKE THE GOLD AND YOU TWO 
TAKE THE BOOK 


SENSES INTRUDERGGS/ 
THIS BOOK... TO TRAP THEM 
! WILL US& IT/ 


WHOA! IT'S 
TREVOR BELMONT. 
VAMPIRE KILLER 


TAKETH THIS WHIP MY FRIENDS. 
UGETH IT WISELY. 
BE CAREFUL ON YOUR OUEST! 


A BITS 
PERHAPS? 


COUNT DRACULA! KIND 
VAMPIRE. HAG IT SOMETHING. 
TOFFER? 


CHAPTER 2 


Double Dragon Ill 


Distributor: Acclaim 
Game Type: Arcade Action 


Mm — NDAN 


LESS AMI 


Ehe Sacred Stones. 
LICENSED BY 


NINTENDO OF AMERICA INC. 
© 1990 TECHNOS JAPAN CORP. 


WHAT’S GOING ON? 


It was one year ago that you fought your way through the Black 
Shadow Warriors to rescue fair Marian. After your victory, you 
decided to take it easy. You opened a dojo in your hometown 
and laid low. Life was good. 

Now Marian's been kidnapped again! You don’t have any 
idea who could have taken her. But an old woman named 
Hiruko does. She'll lead you to Marian—if you gather three 
Sacred Stones scattered around the world. Sounds like a fair 
deal. You go to your dojo to tell Brett, your best student, to 
watch the place while you're gone. But Brett's near death—and 
your quest begins sooner than you thought! 


PLAYERS 


Double Dragon III has three modes of play. 

1P Play is a one-player game. 

2P Play A is a two-player game where the two players 
can't hurt each other. This is the mode to use on a two- 
player quest. 
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2P Play B is a two-player game where one player’s blows 
can hurt the other. If you want to fight a friend, use this 
mode. You have to defeat the enemies that attack you in the 
Double Dragon dojo first, though. 


SCORING 


No points, unfortunately. You do get the rush of kicking, 
punching, flipping and ripping through your enemies. That 
beats (up) points any day! 


LIVES AND CONTINUES 


You start your quest as Billy Lee (and Jimmy Lee in a two-player 
game). As you progress through the game, you'll be joined by 
two more characters: Chin Seimei and Yagyu Ranzou. Chin is 
the Boss of Mission Two, while Ranzou is the Boss of Mission 
Three. You have to defeat them in combat before they join your 
quest and become good guys. 

Each character has a different Power Level. As a character is 
hit, his Power Level decreases. If a character’s Level hits zero, he 
dies. Characters’ Power Levels are recharged fully at the end of 
each Mission. 

If you can make it to Mission Four without losing all of your 
characters, you can continue. You only get to continue once, and 
you start from the beginning of the Mission you reached (Four 
or Five). 


CONTROLS 
Walk Change Weapon Jump 
Run (Press Twice) Or Character 


Pause Kick Punch 
Use Weapon 
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WEAPONS 


Each character has a repetoire of fighting moves and a Special 
Weapon. Each character can only use his Special Weapon a 
limited number of times on each Mission. 


Punch (A) 


Billy Lee 
Side Kick (B) 
Cyclone 
Spin Kick 
(AB + B) 
Mid-Air 
Somer-Assault 
(Walk + AB + A) 
Jump (AB) 
Flying Jump Kick 
(Walk + AB + B) 


Nunchuku: 
Five uses. 
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Upper Punch (A) 


High Kick (B) 


Jump Kick 
(Walk + AB +B) 


ase 


Diving Head Butt 
(Walk + AB + A) 


Jump (AB) 


Leaping 
Double-Kick 
(AB + B) 


Iron Claw: 
Five uses. 
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Sword Attack (A) 


Yagyu Ranzou 


Round House 
Jump Kick (B) 
Lunging Knee Drop 1 
lk + AB + B, 
d cu Tumble High-Jump Kick 
(AB 4 B) 
Tumble 
High-Jump (AB) 
Flying Sword Attack 
(Walk + AB + A) 


a 


Shuriken: 
Twenty uses. 
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Some of your opponents will attack you with weapons of their 
own. If you knock them down, they'll drop their weapon and 
you can pick it up to use it. There are three enemy weapons. 


The Army Knife flies all the way across the screen when 
you throw it! 

The Bottle is swung like a club. 

The Sai is for close-quarters combat. 


SPECIAL ITEMS 


The weapons are the only special items in Double Dragon III. 


FRIENDS 


Brett is your friend, but he barely survives the first part of Mission 
One! Hiruko stays around a lot longer, guiding you all the way to 
the last Mission. That's when you find out what she's really up to... 


ENEMIES 


None of your enemies have real names, but you've got to call 
them something! The Strategy Session will have appropriate 
names for your foes. 


STRATEGY SESSION 


General Strategies 


A rapid-fire controller really makes a difference in this game. Set 
button A to maximum rapid-fire and you can easily do a 
Cyclone Spin Kick by holding down both buttons. The Spin Kick 
is one of the most powerful moves in the game, and you'll blow 
through the Missions if you can master it. 

Never waste your Special Weapons on small fry. Save them 
for the big fish—the Bosses. 

You can go through each Mission two ways. You can slowly 
walk to the right, fighting opponents as you go, or you can run 
like heck to the right until you reach the door to the next part of 
the level. Either way is fine. Just remember that if you get too far 
away from your opponents, they'll start running after you, and 
they may throw weapons. 

Whenever you knock a weapon out of an enemy's hands, he 
will walk toward it and try to pick it up again. You can wait by 
the weapon and greet the enemy with an attack. Ranzou is great 
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for this, since he can’t pick up weapons at all. With the other 
characters, you might accidentally pick up the weapon instead 
of attacking. 


Mission One: U.S.A. 


When you enter your dojo, 
Brett is lying on the ground and 
a man is coming at you! Call 
him a Williams. Some Williams 
are armed with Army Knives 
that they’ll throw at you. For 
this reason, it's best to get close PP 
to Williams and quickly give 
them Cyclone Spin Kicks. 


When you've beaten the 
Williams, move to Brett. He'll 
gasp his last words and pass 

on from this world. He was 
your best student! They must 
be great fighters indeed! 


Now a Williams and a 
new opponent—call him the 
Longhair—charge into the dojo. Get 
revenge for Brett and knock them 
senseless. If you can get between them, 
you can use a Cyclone Kick to knock 
out both of them at the same time. 

Some Longhairs carry Bottles. If 
you pick up a Bottle, use its reach to 
your advantage and stay at a distance 
from your opponents when you swing at them. 

You'll be attacked by one 
more Williams. Beat him and exit 
the dojo. Or you can stay here and 
practice your fighting techniques 
as long as you want. There's no 
time limit to worry about! 

Now you're on the street. 
Walk to the right. Be sure to keep 
moving up and down to keep 
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your opponents from lining up ESSEEEESESE 
with you. You'll meet a new 
opponent out here; call her Linda. 
She will throw daggers at you if 
you're far away from her. You 
can't pick these daggers up; you 
just have to dodge them! 

When you've defeated all the 
opponents on the street, the elevator will open. Get inside and 
ride up to the roof. Be careful xx here. Don't fall off the roof or 

| you're a goner! Use the 
surroundings to your 
advantage. Try throwing 
your enemies off the roof 
with the Somer-Assault. 
The sooner you get rid of 
them, the better! 

Once all your oppo- 
nents are gone, Door 
Number One opens. What's inside? A fabulous group of 
enemies! Williams, Longhairs, and yes, even Lindas will give 
you the fight of your life! Beat them all, and stay away from the 
door at the top of the screen. When the last grunt is beaten, the 
door will open and a Boss will emerge! Hit Select to access the 
selection screen. Select your Nunchuku. Now hit Select again to 
return to the battle. 


Move above or below the Boss and let him come to you. When he is 
horizontally aligned with you, swing the Nunchuku to whack him. 
He'll fly backwards and get up again after a few moments. Use those 
moments to prepare for your next attack. 


Every time you hit the Boss, your Weapon Meter goes down 
by one. Don't panic, though. You only have five uses of the 
Nunchuku, but this Boss only takes five hits from the Nunchuku 
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to be defeated. When you strike for the fifth time, the Boss will 
collapse and Hiruko will come onto the screen. She tells you 
your next destination... 


Mission Two: China 


You start out near the Great Wall of China. Don’t stand there 
and enjoy the view, though. Start moving to the right and 
prepare for your latest foe. 


Bruce has a vicious jump kick. 
When he lands, he'll continue to 
slide on the ground all the way to 
the edge of the screen! If he's 
behind you, he'll slide right into 
you. He may also have a Sai to 
swing at you. The Sai is similar to 
the Bottle. Use it the same way as 
a Bottle if you pick it up. 


Eventually, you'll reach a [3 
wooden shack. Stand outside and 
fight your enemies as they arrive. M 
When you've beaten them all, the P X 
door will pop open. Go inside. m 

The fireplace is roaring. Someone 
is definitely here. And here they 
come! Your next group of opponents 
will filter out of the door in the 
upper-left corner of the house. 
Whenever you beat an enemy, 
another one will come out of the door to take his or her place. 
Stay clear of the door or you'll be the victim of a surprise attack. 

Finish off this group and 
a short man in a blue outfit 
will enter the room. This is 
Chin Seimei. He talks a good 
fight, but he's actually pretty 
simple to defeat. 

You can soften Chin up 
with the Nunchukus, but he's 
harder to hit with them than 


34 


Double Dragon III 


the first Boss. If you want to 
use the Nunchukus, use the 
same technique you used on 
the first Boss. 

Now drive Chin to the 
left side of the screen and 
use Cyclone Kicks on him. If 
you stay close enough to the 
left side of the screen, he 
won't be able to react to your attacks. When you've beaten 
Chin, he will give you the first Stone and join you on your 
quest. You'll need him for... 


Mission Three: Japan 

This Mission begins 
outside Yagyu Ranzou's 
training complex. His 
Ninja guards will greet 
you immediately. The 
Ninjas come in two 
colors (yellow and blue), 
but they attack the same 
way. When a Ninja is 
close to you, he'll attack 


with his Ninja Blade. If he's farther 
away, he'll throw Shurikens at you, 
or charge at you with a running 
attack. Ninjas can even bounce off 
the walls to attack you! 

You can defeat the Ninjas two 
ways. As Billy or Jimmy, keep 
moving and use Cyclone Kicks. 
Don't bother with the Somer- 
Assault. The Ninjas will slash you 
out of the air every time you try it. 
ESI 

1 


TEN 


T 
| 


Penile ended 


The second (and more 
effective) method is to run to the 
wall on the right side of the screen 
and select Chin as your character. 
Stay against the wall and let the 
Ninjas come to you. When they 
get close enough, use your Upper 
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Punch rapidly. Four Upper Punches in a row 
will kill a Ninja. Be sure to move up and 
down to dodge their attacks. 

However you do it, defeat all the Ninja 
guards. Go into the door and get ready for 
some more action! The floor is booby- 
trapped with bamboo spikes. Keep jumping 
into the air to the right, past the spikes, as 
fast as you can. 

There are more Ninjas in the complex, along with Williams. 
Dispose of them and a ladder will appear on the right wall. 
Climb on up to Ranzou’s inner sanctum! 

You appear in the middle of the room. You can move a short 
distance to the left or to the right; your enemies will come out of 
whatever door is closest to you. Keep fighting until there’s no 
one left. Then move toward the middle of the room. 


Ranzou will come out of the door. He’s even more of a 
big-mouth than Chin was! You can humble Ranzou two ways. 
If you're a Lee, use the Nunchukus. After you hit him five 
times, you'll only need to hit him with a single Cyclone Kick 
to beat him. If you are Chin, select the Iron Claw. Five hits 
from the Claw will take Ranzou down. 

Ranzou will taste defeat for the first time. He gives you the 
second Stone and joins your group out of respect for your 
abilities. Then Hiruko will reveal that she always had the third 
Stone! She knows where Marian is, but first you must hone your 
fighting skills by going to... 


Mission Four: Italy 


You begin outside the Roman Coliseum. So it makes sense that 
your newest opponents are Gladiators! They have the skills of 
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several opponents. They 
can slide-kick like Bruces, 
they can throw daggers 
(actually spears) like 
Lindas, and they can punch 
like the Williams. 

Scamper to the right as 
fast as you can. Don't 
worry about falling off the 
ledge. You won't suffer any damage no matter how far you fall. 
But remember that this isn't the case in the next Mission! 

Fight near the huge red doors, decimating the Gladiators 
and Williams. Now that Ranzou is on your side, try him out. He 
runs extremely fast, and he's got a 
radical jump. His Sword Attack can 
be very effective if you stay on the 
move; it takes many hits to defeat an 
enemy, but it works. His other attacks 
are good, but not great. 

Pass through the red doors and 
you'll enter the Coliseum itself. You 
can roam across to the right or stay on 
the left side of the Coliseum. Just keep 
pounding on the Williams, Longhairs 
and Gladiators that attack you. 

After you've wiped out the opposition, the Boss will appear. 
He's a hugely muscled dude! He's also a lot like the Boss of 


Mission One; slow and predictable. Use Billy and the Nunchukus 
to soften the big guy up. Let him come to you and let him have it! 
When the Nunchukus are used up, switch to Ranzou and have 
Ranzou use his Shurikens. 
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Throw the Shurikens at the Boss to knock him down. He can 
duck the Shurikens, but if you time your throws right, you'll hit 
him with a Shuriken just as he’s standing up after being 
knocked down by the last Shuriken you threw! 

If Ranzou has died during this Mission, you can beat this 
Boss by using Billy’s Cyclone Kicks, but it takes a long time and 
very quick reflexes. 

When you crush the strongman, you'll truly be ready for the 
final stage of your quest... 


Mission Five: Egypt 

The beginning of this Mission is 
easily the deadliest part of the 
game. If you fall, you're history. 
Gone. Toast. So don't even 
think about going anywhere 
until you beat the two Williams 
that attack you. Once they're 
gone, start jumping from ledge 
to ledge. Don't miss, because 
you don't get a second chance! 


Jump onto the long ledge and you're 
safe. Run to the right and climb down 
the small step-ledges until you reach 
the ground. Move to the right until 
you reach the door in the pyramid. 
Whip the Gladiators, Williams, and 
Longhairs until the door opens. 
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Yikes! Spikes! Stay at the left and attack the Gladiators as 
they jump at you from the right. Two more Gladiators will attack 
you from the left after you beat the first 
two. Just stay on the ledge and fight as 
fast as you can. You'll take some 
punishment, but you should survive. 

After the fourth Gladiator is 
beaten, the screen will start to scroll to 
the right. Move to the right, over the 
spikes, and stand on the ledge until the 
screen stops scrolling. Be sure to jump 
over the small holes in the ledge! 


A floating platform will 

come toward you from the 
right. Jump onto it and it 
will head upward! 


Wait until the platform is even 
with the ledge to the right. Then 
jump over to the ledge. If the 
platform reaches the top of the 
screen, and you're on it, you'll 
fall to your doom! 


Cream the solo Gladiator on the ledge and you'll disappear, 
only to reappear in a new chamber. Stay in the middle of the 
chamber, because your enemies will come at you from the sides 
of the screens. They're the 
same guys you've thrashed 
before, so you shouldn't 
have any problems. 

When the last enemy 
is beaten, Hiruko will 
appear and put the Stones 
in place to open the door 
to the next room. She 
seems in a hurry, doesn't 
she? Hmmm. Anyway, go 
through the door. 
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This chamber is full 
of Ninjas. Take them 
out. What happens next 
will shock you. Hiruko 
will reveal her true 


intentions, but she’ll pay the 
ultimate price for her power- 
hungry ways. Gruesome! Pass 
through the door into the inner 
sanctum of the pyramid! 

Look at the three coffins on the 
wall. You know what they hold, don’t 
you? Mummies! These buffed bandage bundles will try to stun you, 
then get you in a choke-hold. Attack them with Billy’s Cyclone 

-r = - - Kick, using the same 

E 3 MER method you used 

against the Boss of 
Mission One. 

When you beat 
the third Mummy, it 
will erupt in flames 
and turn into the 
final Boss. She walks 
like an Egyptian, so 
why not call her Cleopatra? You'll need awesome speed to beat her. 
Look at The Secrets if Cleo is kicking your asp (groan). 


SHH... THE SECRETS 


Defeating Cleopatra 


Cleo starts her attack pattern by 
flying into the air and firing a 
light beam. Keep moving and the 
beam will miss you. Cleo will 
then land and extend her hand to fi 
attack. If you are lined up with 
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her horizontally, she'll smash 
you with a magnetic attack that 
throws you against the wall! If 
you are above or below her, a 
fiery bird will shoot out at you. 


When Cleo gets tired of her human form, she'll 
turn into flame and go into the floor. A moment 
later, she'll come back out of the floor, wherever 
you're standing! Jump a split-second before she 
appears or you'll take serious damage. 


You have to hit Cleo twenty-five 
times, with any type of attack or 
Special Weapon, to defeat her. 
When she's defeated, you'll find 
out where Marian is... 


Invincibility Quirk 

In the dojo in Mission One, defeat the first three thugs until only 
a Williams is left. Move to the right side of the screen and keep 
the Williams to your right. Now stand still. The Williams will 
keep punching you, over and over, 
until your Energy Units run out. 
You should be dead, but instead, 
the Williams will keep hitting you! 
You can stand there forever if you 
like. Too bad that this doesn't 
work anywhere else in the game! 
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Dr. Mario 


Distributor: Nintendo 
Game Type: Strategy 


MARI 


PLAYER GAME 

-7 
PLAYER GAME [2^ 
1990 Ni CN 


WHAT'S GOING ON? 
After three super adventures, Mario has turned his considerable 
talents to the field of science. With Nurse Toadstool helping him, 
Mario is developing many new experiments. 

But now, one of Dr. Mario's experiments has gone out of 
control! The only way Mario can stop it is with a new, experi- 
mental vitamin he's developed. Does Dr. Mario have the cure? 


PLAYERS 


Dr. Mario has both one- and two- 
player modes. 

In the one-player mode, you 
simply play for the highest score 
possible. Each stage presents you 
with more and more viruses to 
eliminate. Eliminate them all and 
you advance to the next stage. 
Fail and the game is over. 
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In the two-player game, the 
players are trying to defeat each 
other by destroying all their 
viruses first. If one player 
eliminates two (or more) rows 
or columns of viruses in his 
bottle, some pieces will fall onto 
the other player’s screen. When 
a player wins a round, he gets a 
crown. The first player to get 
three crowns wins the game. 


SCORING 
Dr. Mario scores points by destroying the x 


viruses. To destroy a virus, you must 
match up four or more blocks of the same 


color in a row. E ES 
The more viruses you destroy at once, 


and the higher the speed you are playing 
at, the more points you score. 


Low Medium High 
1 Virus 100 200 300 
2 Viruses 200 400 600 
3 Viruses 400 800 1200 
4 Viruses 800 1600 2400 
5 Viruses 1600 3200 4800 
6 or more Viruses 3200 6400 9600 


If you are playing at the Medium or High speeds, and clear 
stage 5, 10, 15, or 20, you'll get to see a special reward screen. 


LIVES AND CONTINUES 


You only get one life. You lose that life, and the game, whenever 
the bottle gets filled all the way to the top with vitamins. And 
you can't continue the game, but you can start playing at any 
stage from 1 to 20. 
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CONTROLS 


Control Vitamins Rotate Vitamin Left 


Pause Rotate Vitamin Right 


WEAPONS 


Dr. Mario’s weapon is his supply of vitamin pills. The pills come 
in six different types. Each type is a different color or mix of 
colors. There are three colors: red, yellow and blue. The viruses 
are in these same colors. 


SPECIAL ITEMS 


Not even Dr. Mario’s stethoscope can help him in this game. It’s 
just him, the vitamins, and the viruses. 


FRIENDS 


Nurse Toadstool is a lovely assistant, but like we said, Mario has 
to fight the viruses alone. 


ENEMIES 


The experimental viruses are Mario’s enemy. Kill them with 
the vitamins! 


STRATEGY SESSION 
General Strategies 


When you start playing the game, stick to a Slow speed. It takes 
a while to master the placement of the vitamins, and it’s hard to 
do that when they are falling at high speeds! Even when you've 
been playing for a long time, it’s still tricky. 
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Drop the capsules horizontally at first, then try dropping 
them end-first later. Learning how to rotate the vitamins is a 
critical part of mastering the game. 

If you're getting better at the game, start playing at a higher 
level or, if you're feeling brave, a higher speed. You almost have 
to relearn the game all over again when you go to a higher speed, 
but it’s the only way for you to rack up the massive points. 


Prescription For Points: How To Kill The Viruses 


The Capsule Column 

Learning to drop the vitamins vertically is tricky, but you'll have 
to do it to progress. This maneuver is almost like a Double Dose 
(see below), only simpler. 


First, the capsule is rotated so that the 
correctly colored end will land first... 


The capsule lands and the colored 
column disappears... 


And the remaining half of the vitamin 
lands on the similarly-colored pieces, 
causing another disappearance. 


45 


Nintendo Games Secrets 2 


The Double Dose 

Taking out more than one virus at a time isn’t too difficult. In 
fact, sometimes it will happen just by accident! Try to plan 
Double Doses to get yourself the highest scores. 


A blue virus and a red virus are 
next to each other. Perfect Double 
Dose candidates! 


Dr. Mario drops a few blue and red 
vitamins onto the blue virus. What will 
happen when a column of four blue 
pieces is created? 


The blue pieces disappear... 


And the red pieces fall onto the 
red virus! A perfect Double Dose! 
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The Insertion Injection 

There’s no rule that says you have to stack the vitamins on top 
of the viruses. In fact, there are many times when the best 
strategy is to bring the vitamins underneath the viruses, and 
then drop vitamins on top of them later. 


Dr. Mario drops a blue vitamin 
underneath a blue virus... 


Then clears the area 
around the virus... 


Before dropping another blue vitamin 
into place to eliminate the virus! 


The Surgical Squeeze 

If you're really good at rotating the 
vitamins, you can drop them into 
holes just one piece wide, then rotate 
them to fall horizontally. 


The vitamin is above the hole... 
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The Surgical Squeeze (cont.) 


Drops through the hole... 


And is rotated at the last moment to 
fall onto the proper pieces! 


SHH... THE SECRETS 


The Reward Screen 


When you finish any level on the Medium or High speed that is a 
multiple of 5 (20, 25, 30, and so on), you'll get a reward screen of a 
tree with some birds in it! Wow! 
Well, you know what they say: 
The journey is the reward, not 
the destination. (Right?) 
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Dungeon Magic 


Distributor: Taito 
Game Type: Role-Playing 


A - TM 
D ungeon M agic 
SWORD OF THE ELEMENTS 
TÁITO 


€ TAITO 1383 


GAME CREATED & PROGRAMMED 
BY NATSUME 


LICENSED BY 
NINTENDO OF AMERICA INC. 


WHAT’S GOING ON? 


It was over 500 years ago that the Great War was fought. The 
forces of evil, led by Darces the Dark, were turned back by Magi, 
a great warrior who defeated Darces with the power of his 
mighty armor and swords. Darces was exiled to a faraway land. 
Now Darces is preparing a new force of evil to take over 
Grades Island. Magi is long dead, but his armor and swords still 
exist. You must gather them together in order to defeat Darces 
and save the kingdom once again, as foretold in ancient lore: 


When the shadowed veil returns to mask the midday sun, 
The Fire of Serpents will rise again; Five shall become the One. 
The elements now heed his call, and hope is born alive, 

We will have our peace once more when One becomes the Five. 


PLAYERS 


Dungeon Magic is for one player only. 
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SCORING 


Like most role-playing games, there are no points to be had in 
Dungeon Magic. Your goal is to hack and slash your way 
through the dungeons of the island of Grades to find all of the 
swords and the suits of armor. 

Experience Points (EP) and Levels are the closest thing to 
points that you get. The more monsters you defeat, the higher 
your Experience Points go. If you rack up enough EP, you can 
trade them in to advance to a higher Level. And a higher Level 
means that you become stronger in combat. 

Another measurement of your success is your amount of 
Gold Pieces (GP). You'll find Gold Pieces in the Treasure Chests 
dropped by monsters that you defeat, as well as in Chests 
dotting the landscape of Grades. 


LIVES AND CONTINUES 


You have only one life. Your status is judged by two factors: 
your Health Points (HP) and your Physical Condition. 

Health Points show how much damage you can take. When 
you're hit by a monster, you lose HP. If you lose all of your HP, 
you are dead and Darces takes over Grades. Bummer. 

Physical Condition can affect your Health Points and your 
performance in battle. There are five different Conditions: 


CONDITION EFFECT 

GOOD Perfect health. 

HURT Injured. Overall ability suffers. 
PARA Paralyzed. Can’t attack. 

POIS Poisoned. Slowly lose HP. 
CURS Cursed. Slowly lose HP. 


If you're not in a GOOD state, you should use a potion or spell, 
or visit the Inn, to restore yourself to GOOD condition. 


CONTROLS 
See next page. 
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Move Forward Activate Item Use Item 
Say No Say Yes 


Move Left Move Right 


Pause 
Back Up Enter Backpack Access Backpack 


WEAPONS 


For a complete guide to the weapons, see the Armor Shops in 
the Guide to Grades below. 


SPECIAL ITEMS 


The Guide to Grades has all the details on potions, spells, food, 
and more. 


FRIENDS 


When you're walking around one of the six towns on Grades, 
you're going to encounter people. A lot of people. Talk to as 
many of them as you can, because they will often tell you what 
you should be doing or where you should be going next. 


ENEMIES 


Are you kidding? When you're not in a town, you'll be attacked 
constantly by a barrage of creatures. Each group of monsters has 
been placed with the maps of the location where you'll 
encounter them. The statistics listed with each monster indicate 
the following: 


HP—Health Points 
PP—Physical Power 
PD—Physical Defense 
SP—Spell Power 
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SD—Spell Defense 
SA—Special Attack 
EX—Experience Points 


STRATEGY SESSION 


Guide to Grades 
Armor Shops 
Every Armor Shop in the land has the same prices, but it 
shouldn’t matter much to you. Why? Because you should never 
have to buy anything 
from them! All of your 
armament needs can 
i be filled by finding 
DO vou NEED items around Grades 
SEE and in dungeons. 
You'll mainly use the Armor Shoes to sell your old and 
extra equipment. Shops will pay half of the original value of the 
piece of equipment. If you have to buy something from a shop, 
don’t forget to equip it! See Equipping below. 
Here's a rundown of the equipment available during the game. 


HAND WEAPONS 
Sword Price (GP) 
Short Sword 30 
Mace 60 
Estoke 100 
Iron Club 250 
Scimitar 500 
Rapier 600 
Silver Scimitar 750 
Hand Ax 1000 
Morning Star 1120 
Long Sword 2200 
ARMOR 
Armor Price (GP) 
Soft Leather Armor 20 
Body Armor 80 
Scale Armor 198 
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Ramera Armor 
Mail Armor 
Plate Armor 
Breastplate 
Magi’s Armor 


SHIELDS 
Shield 
Wooden Shield 
Small Shield 
Large Shield 


HELMETS 
Helmet 
Headband 
Skull Helmet 
Hood 
Helmet 
Silver Helmet 


GLOVES 
Glove 
Wristbands 
Leather Gloves 
Gauntlets 


BOOTS 
Boots 
Boots 
Leather Boots 
Silver Boots 


PANTS 


Pants 
Leather Pants 
Chainmail 
Silver Pants 


Dungeon Magic 


420 
520 
1068 
2000 
9800 


340 
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Compass 

You'll receive the Compass at the beginning of the game when 
you talk to the mystic. The Compass shows what direction 
you're facing in: North, South, East or West. Always keep a close 
eye on the Compass as you travel, or you'll get lost before you 
know it. 


Continuing 

Place the Dungeon Magic 
cartridge into the NES 
and turn it on. Push 
Down to move the sword 
to “Continue Your AT 
Adventure." Press Start TAITO 
and you'll begin the BEGIN A NEH ADVENTURE 
game from the last Inn CONTINUE YOUR ADVENTURE 
where you saved. 


Conversation 

When you're facing someone 
you want to talk to, press A and 
the conversation screen will 
come up. Press A to skip 
through the conversation or to 
continue the conversation (if 
there’s more than one screen’s 
worth of text to read). 


Eating and Drinking 
Press Start to pause the game and access the Backpack. Use the 
Control Pad to highlight the Tent symbol. Press the A button 
and you'll use one unit of Food and one unit of Water. If you 
have Food but no Water, or Water but no Food, you can't eat 
and drink. 

Every time you eat and drink, you gain 10 HP. If you're less 
than 10 HP from full strength, your strength will max out. 


Equipping 

Press Start to pause the game and access the Backpack. Use the 
Control Pad to highlight the Sword symbol. Press Select to enter 
the Weapons and Armor Window. Use the Control Pad to 
highlight the weapon or armor you want to use. Hit B to equip 
it. Press Start to resume play. 
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Fighting Techniques 

There are three major ways to 
approach combat. Each of them has 
its own strengths and weaknesses. 
You may find that you need to use 
all of them at one point or another 
during the adventure. 

Stand and Fight: With a magical 
defense shield activated, and the 
Sword highlighted, face the foe and 3 de e d 
hit A to slash rapidly. 


Attack the enemy and quickly turn away or back up. 


Parry: Attack the enemy and quickly turn away or back up. 
This will deflect or avoid the enemy's attack. If necessary, 
quickly eat some Food and Water, swig a Potion, or ready a spell 
before your enemy reaches you (or you move back to him). 

Retreat: Don't fight! Run away from enemies and avoid them 
as much as you can. You can get four Elemental Swords with 
this technique, but from then on, you'll have to fight like a man, 
because the fifth Sword is guarded by creatures who you must 
fight past. 


Grades 
Grades is a big place. Look at the map to see where the towns, 
dungeons and other important locations are. Use this map to 
find your way around the Island, because it's very easy to get 
lost otherwise. 

Be sure to explore the numerous forests. It's there that you'll 
find some decent equipment to start with, especially a good 
Sword and Armor. 
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A-Sanctuary At Selle 
B-North Tower 
C-Fire of the Serpents 
D-Ice Flame 
E-Sara Spring 
F-Gran 
G-Deirus 
H-Galess Maze 
I-Pitfall 
J-Grades Castle 
K-Sull 
L-Granville 
M-Bell 
N-Dragon God Cave 
O-Keme Cave 
P-Legendary Temple 
Q-Magi's Tomb 
R-Windcape 
S-Darius Maze 
T-Zandor 
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Grocers 


The Grocer is the guy to visit when you need Food, Water, or 
Potions. Each Grocer has different prices, but unless you really 
want to trek across the island constantly to save 3 GP on a piece 
of bread, it really doesn’t matter that much where you buy. Here 
are the prices of each Grocer if you really want to pinch pennies 
(and GP). 


Blue Potion 56 49 48 62 58 66 
Gray Potion 70 63 65 76 73 60 
Red Potion 76 70 75 81 79 91 
Health Potion 65 62 70 72 70 79 
Blue Potion 52 48 50 46 56 62 
Gray Potion 56 56 57 55 54 67 
Life Potion 233 225 229 240 238 239 
Power Potion 201 201 203 209 206 202 
Wheat 23 20 22 26 24 27 
Mutton 18 15 1 21 19 22 
BagofBeans 13 10 12 16 14 17 
Cheese 13 10 12 16 14 17 
Bread 8 5 rà 11 9 12 
Apples 8 5 7 11 9 12 
Water 13 10 12 16 14 17 
Juice 8 5 7 1 9 12 
Potion Effect 
Blue Magic Potion Casts an attack spell. 
Gray Magic Potion Casts a stronger spell than Blue Magic. 
Red Magic Potion Casts a stronger spell than Gray Magic. 
Health Potion Cures HURT and restores HP fully. 
Blue Potion Cures PARA. 
Gray Potion Cures POIS. 
Potion of Life Cures any condition and restores HP fully. 
Potion of Power Your Attack Power is multiplied by 16(!) times 
temporarily. 
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Food/Water Units 
Wheat 4 Food 
Mutton 3 Food 
Bag of Beans 2 Food 
Cheese 2 Food 
Bread 1 Food 
Apples 1 Food 
Water 2 Water 
Juice 1 Water 


Inns 

Go into an Inn and rest. For a mere 2 GP, your progress is 
saved, and your condition is restored to GOOD. Remember 
that when you stay at an Inn, your previously saved progress 
will be erased. 


Leveling Up 
To level up, go to a Wizard who has apprenticed you. He'll ask 
you, “Have your journeys made you wiser?” Press A to answer 
Yes. If you have enough EP, you'll be promoted to a higher level. 
If you don’t, the Wizard will tell you so! 

Here’s a chart that shows how many EP you need to 
advance up to Level 16. There are 20 levels in all—how high 
can you go? 
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13 
14 
15 
16 


Magic Spells 


Dungeon Magic 


1200 
1700 
2200 
2800 


There are five types of Magic. When you’re apprenticed to a 
Wizard, you gain the Magic he practices. Each Magic has four 
power symbols. You can combine the symbols of different 
Magics to create powerful spells. 


Magic 
Water 


Earth 
Fire 

Wind 
Fairy 


Effects 
Creates magical defense shields to protect 
you from physical and magical attacks. 


Heals all non-GOOD conditions. 

Creates attack spells. 

Teleports you from one location to another. 
Shows monster and treasure locations. 


Here are some spells for each Magic. Practice casting spells on 
your own and see how many you can discover. 
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SPELL SYMBOLS HP COST EFFECT 

Earth Magic 

Restore Health A3, A4 2 Restores you to 
GOOD condition 
when HURT. 

Cure Paralysis A3, A3 2 Restores you to 
GOOD condition 
when PARA. 

Cure Poison A3, A2 6 Restores you to 
GOOD condition 
when POIS. 

Cure Blindness A4, A2 8 Restores normal 
sight when 
blinded. 

Remove Curse A4, A3 i Restores you to 
GOOD condition 
when CURS. 

Falls Magi 

Map E3, E3 0 Shows a 16 by 16 
map of the area. 

Monster Status E4, E2 0 Shows the 


condition of the 
monster you are 


fighting. 

Player Status E3, F4 0 Shows a detailed 
Physical Condition. 

Fire Magi 

Attack 1 C2 4 Does up to 18 HP 
damage. 

Attack 2 E3, C3 4 Does up to 23 HP 
damage. 

Attack 3 B4, C4 11 Does up to 61 HP 
damage. 

Water Magic 

Physical Protection B3, B2 2 Shield against 
physical attacks. 

Magical Protection B3, B3 4 Shield against 
magical attacks. 

Phys./Magical Prot. B3, B4 6 Shield against all 
attacks. 

Phys./Magical Prot. B4, B4 9 Shield against all 
attacks. 
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Wind Magi 

Fly To Next Floor D4, D2 10 Takes you to the 
next floor of a 
dungeon. Does not 
work in caves. 

Fly to Dungeon 

Entrance D4, D3 10 Takes you to the 
exit of a dungeon. 
Does not work in 
caves. 

Fly to Granville D4, D4 1 Takes you to the 
town of Granville. 

Miscell Magi 

Open Ocean A4, A4 0 Opens the ocean so 
that you can walk 
through it. 

Fireball E2 ? Shoots a fireball. 
Will break the Ice 
Flame. 

Mighty Fireball B4, C4, B4 ? Shoots a powerful 
fireball. Uses a 
large amount of HP. 

Fly to Sky Tower E4, E3 i Takes you to Sky 
Tower Island. 

Saving 


Read about the Inns above to find out about saving. 


Towns 

There are six towns on Grades Island. Each town has a different 
layout, but every town has an Armor Shop, Grocer, Inn, and a 
Wizard. Since there aren't any dangers in town, you can explore 
to your heart's content. 


Using Items 

Press Start to pause the game and access the Backpack. Use the 
Control Pad to highlight the Jar symbol. Press Select to enter the 
Items Window. Use the Control Pad to highlight an item. Press 
the B button to ready the item (it will move to the upper-left 
corner of the Item Window). Press Start to resume play. With the 
Jar symbol highlighted, press A to use the item. 


Wizards 
There are Wizards in every town on Grades. Granville has five 
Wizards, one for each type of Magic, but the other towns only 
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have one Wizard. Sometimes, 
this means that you can’t level 
up in a particular town, because 
you aren't an apprentice of the 
town Wizard's Magic. You may 
have to travel all the way to 
Granville to get promoted! 


General Strategies 


When you're exploring a dungeon, remember that you don't 
have to get everything inside it all at once. In fact, it's best to 
explore in stages. Find an item or two, return to town to stay at 
the Inn, then come back again. 

You can cast attack spells, but they use up precious HP, and 
often don't even do as much damage as using your weapon 
does. There are only a few creatures that you should attack with 
spells. Otherwise, slash away with your weapon and save the 
spells for when you need them. 


Stage One: The Earth Sword 
Scouting the Area 

You start in the town of 
Granville. You'll be approached 
by a mystic. Talk to him and 
he'll give you the Compass. 
Now walk to the middle of town 
and look at the pillar. There's a 
notice from the King. He's 
talking about you! 

Check out.the map of 
Granville in your manual. The 
map shows where the Wizards —— 
are, but not what Magic they practice. Clockwise from the upper 
left, the Wizards are: Earth, Water, Fire, Wind, Fairy. Don't 
apprentice yourself to a Wizard yet, though. 

Once you're done looking 
at Granville, leave through the 
North entrance. You'll see 
Grades Castle directly ahead 
of you. Run quickly into the 
Castle before you're attacked 
by any of the pesky monsters 
roaming Grades. 
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Walk to the center of the 
castle to meet the King and 
Queen. Use the map of the Castle 
in the manual. When you find 
them, the King will graciously 
give you a Short Sword and 100 
GP. Thanks! Now leave the 
Castle and run back to Granville. 

Go to the Water Wizard and apprentice yourself to him. 
You'll gain Water Magic. It's the best Magic to have at this point, 
because it allows you to cast magical shields that will help 
protect you from attacks. 

Now walk to the Grocer and buy some food and water. Be 
sure to save a few GP for the Inn. And remember to buy an equal 
amount of food and water. When you've stocked up, go to the Inn 
and stay there to save your game. Now it's time to start fighting! 


Building Experience 

Leave Granville, but stay close to town. Use the Water Magic to 
cast a shield spell on yourself. Now look for some wandering 
monsters to fight! 


DRAGONFLY 


PP12 PD6 SPOSD4 
SA None EX1 


PPO PD6 SP6 SD12 
SA HURT and PARA EX1 


Since you're so weak, use 
SCORPION the Parry to fight. The Parry is 
HP 25 extremely important to use 
against the Dragonfly. When it 
shoots at you, back away before 
its sparking spell hits you. Then 
charge it and slash away before 
it shoots again. 


PP17 PD9 SPOSD3 
SA None EX2 
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When you beat a creature, it may drop a 
Treasure Chest. Pick it up and a few GP will be 
added to your total. You don’t need many GP 
right now, but they'll become important later. 

Every time you build up a few EP, head 
back into Granville and stay at the Inn. Be 
very cautious—even if you’ve only made a few EP, it’s better 
to run back into town than to risk dying and losing the EP 
you earned. 

Eventually, you’ll accumulate 15 EP. Go to the Water 
Wizard. He'll ask you a question. Hit A to answer Yes and you'll 
level up! Whenever you level up, you gain more HP and more 
strength. Go to the Inn and save. 

You're doing well. Now you have to be more daring. When 
you leave Granville, go West or East until you reach a forested 
area. You'll find Treasure Chests in the forests, filled with free 
equipment. With some exploration, you can collect a Mace, Body 
Armor, Wristbands, a Headband, and a Wooden Shield. That's 
240 GP worth of equipment! 

Keep exploring, fighting monsters, and going to Granville to 
save your progress. Keep a close eye on your EP and go to the 
Wizard to level up when your EP are high enough. When you 
reach Level 3 or 4, it's time to move on. 


Deirus 

Leave Granville and walk West 
to Deirus. One of the people 
there will mention Arianna, 
and a spring. This is the Sara 
Spring, north of town. Stay at 
the Inn in Deirus, then leave to 
the North. Follow the coastline 
until you find a Scorpion : 

guarding the Spring. Kill the Scorpion (the - is handy 
here) and walk to the end of the Spring. Turn East and you'll 
see Arianna! 

Arianna gives you the Earth Sword! It's a fine-looking 
weapon. Take it back to Granville and talk to the Earth Wizard. 
He'll say that he feels no Magic in the sword. 

Talk to the people in town after you've talked to the Wizard. 
One of them will mention the Sanctuary at Selle. Walk to Deirus, 
stock up on food and water, stay at the Inn, then prepare for a 
journey to the... 
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Sanctuary at Selle 


Level 2 


Items to Collect: Body 
Armor, Estoke 
Goal: Charge the 


Earth Sword 


Level 3 


| => 
H DARK MAGE - ES| GOBLIN 
1 E 


3 HP 26 


PPO PD14 SP15 SD20 PP20 PD10 SPO SD 18 
SA HURT and Blindness EX2 SA None EX3 


Keep a close eye on your HP as 
you explore the Sanctuary. If 
you're getting low, chow down 
on food and water to restore 
your health. 

When you come to a door, 
you have to open it. Be cautious 
PP15 PD12 SP0 SD 10 and use the following technique. 
SA None EX2 Press Start to access the Back- 
pack. Highlight the Key symbol. 
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Press Start, then hit A to open the door. Right after 
you hit A, hit Start again and highlight the Sword 
symbol. When you hit Start, you'll be armed and 
ready for whatever lies in wait! 

The Dark Mage's Blindness attack will 
impair your vision, but you won't be blinded 
totally, and you should be able to navigate the Sanctuary. You 
can't do anything about it now, although later you'll have a spell 
that will cure Blindness. Of course, if you Parry effectively, you 
can avoid the spell altogether. 

Go to the Dragon's Head Statue on Level Two. When you walk 
up to it, the Earth Sword will glow as it receives magical powers. 
You've accomplished your goal. Now you have to get out of here! 

Once you exit, run back to Deirus and stay at the Inn. One of 
the people in town will tell you to talk to the Wizard in Bell. 
Walk there and visit the Wizard. He'll take the Earth Sword and 
ask if you wish to be apprenticed in Earth Magic. Of course you 
do! Say Yes and you can now cast Earth Magic spells. 


Stage Two: The Fairy Sword 

Head out of town and walk to Sull, on the East coast. When you 
get there, the people will talk about a Ring of Flight, in a 
dungeon West of town. Stay at the Inn, then head for... 


Galess Maze 


Level2 


Items to Collect: Scale 
Armor, Leather Boots, 
Ring of Flight 
Goal: Find the Ring of 
Flight 


Dungeon Magic 


| SKELETON 


PPO PD19 SP18 SD 24 PP 25 PD21 SPO SD25 
SAPOIS EX3 SA None EX4 


The monsters in here are 
tough. If you get slaughtered 
every time you enter the 
WEREWOLF Maze, you’re not strong 
enough, or you’re not using 
the Water Magic to shield 
yourself. If you’re just too 

wimpy, you should wander 
mu ux ES gan around Grades and build EP 
to level up, then come back to 
the Maze. 

The Harpy’s POIS attack can be fatal, but you can usually Parry 
away from it. If you do get hit, here’s what to do. Run away from 
the Harpy and hit Start. Ready and cast the POIS Curing spell. Then 
eat and drink to recharge. Go back to fight the Harpy again. 

The Ring of Flight is on Level Three, guarded by a Harpy. 
Take it and you'll have a most valuable item in your hands (and 
on your finger). Leave the Maze and go back to Sull. 

Note: When you use the Ring of Flight, you'll fly to Temrass 
Island. When you use it again, you'll land back on Grades, just North 
of Grades Castle. So you can use the Ring as a crude teleportation 
spell. If you're hopelessly lost somewhere on Grades Island, just use 
the Ring twice, head South, and you'll find Granville! 

The people in Sull will be curious about the Ring. They'll 
also talk about a Ring of Invisibility. Stay at the Inn, then leave 
town. Use the Ring of Flight and you'll soar to Temrass Island. 

There are vicious Large Spiders 
on the Island. You can fight through 
them all, or you can run away from 
them. Look for a cave in the middle 
of the Island and go inside. You've 
entered the... 
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Cave of Temrass Island 


East Map 


Items to Collect: Chainmail, 
Hood, Iron Club, 
Ramera Armor 
Goal: Find the Ring 
of Invisibility 


South Map 


ROCK 
WARRIOR 


HP 92 


PP30 PD24 SP0 SD30 PP 25 PD20 SP0 SD14 
SA None EX6 SA None EX5 


The Cave is structured differently from the previous 
dungeons. It is a single-level dungeon broken up into three 
sections. The sections are connected by special passageways. 
When you walk through one of these special portals, the screen 
will blink. Monsters can't go through the passageways, so you 
can use them as a keen method of escape! 

The Ring of Invisibility is located due East of the West 
entrance to the Cave. When you get it, it will appear next to the 
Compass in the Quest Window. 
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When you have the Ring, leave the Cave and use the Ring to 
fly back to Grades. Walk South into Granville. Sell off your items 
to the Armor Shop, buy food and water, and stay at the Inn. Go 
outside and use the Ring to return to Temrass Island. 

Now that you have the Ring of Invisibility, you'll be able to 
spot a building North of the Cave. This is the... 


Versus Temple 


Level 2 


Items to Collect: Fairy 
Sword, Gauntlets, Hood, 
Mail Armor, Scimitar 
Goal: Find the Fairy Sword 


PPO PD16 SP32 SD30 PP 32 PD24 SPO SD15 
SA HURT and Blindness EX 5 SANone EX7 
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The enemies inside here 
are really just beefed-up 
versions of the Dark Mage, 
Goblin and Slime. The Hoodoo 
has the Blindness attack of the 
Dark Mage. Now that you 
have the Earth Magic, you can 
cure the Blindness. Of course, PP 40 PD28 SPO SD 18 
it’s best not to get hit by the SA None EX8 
Hoodoo at all! 

The Fairy Sword is in the 
middle of Level Three, just a few steps away from some stairs. 
Take it, leave the dungeon and use the Ring of Flight to go back 
to Granville. From here, a person in town will mention the 
Wizard in Sull. Leave Granville and go to Sull. Talk to the 
Wizard and become his apprentice to receive Fairy Magic! 

Now you've got several handy spells, the best of which is 
the Map spell. This spell lets you see your surroundings briefly. 
On the Map, M is a monster, P is you (the Player), and T is a 
Treasure Chest. 

Since you've got the Map spell, you won't get any more 
maps in this guide. With the Map spell and some graph paper, 
you should be able to map easily on your own. 


Stage Three: The Fire Sword 
Walk to Gran (it's North of Granville). The people there will talk 
about the Sword of Flames and the Dark Forest. Go to the Forest 
North of Gran. Use the Map spell to locate a Treasure Chest in 
the forest. Walk to the treasure and you'll find the Ice Flame! 

There's only one way to break through the Ice Flame, and 
that's with Fairy Magic. Cast the Fireball spell (see Magic Spells 
in the Guide to Grades) and the Ice Flame 
will shatter, leaving the Chest behind. Open 
the Chest to get the Fire Sword! 

This Sword doesn't have Magic in it. To 
charge it up, walk North of the Dark Forest. 
You should find a huge flame coming out of 
the ground! This is the Fire of the Serpents. 
When you approach it, the Fire Sword will 
be imbued with power! Use the Ring of 
Flight to get back to Granville. Go to the Fire 
Wizard and become an apprentice. Fire 
Magic is yours! 
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Stage Four: The Water Sword 

Leave town and start heading South. Go to Zandor, at the South 
end of the island. Talk to the people to find out about a flower 
that blooms in a dungeon West of town. Sleep at the Inn, leave 
town and go to the... 


Darious Maze 


DRACONIAN KOBOLD 


HP 42 


PP 47 PD38 SP0 SD39 
SA None EX 10 


PP39 PD26 SPO SD28 
SA None EX9 


Items to Collect: Helmet, Plate 
Armor, Rapier, Silver Boots, 
MEDUSA Small Shield 


HP 116 Goal: Find the Flowers 


The Medusa's CURS will 
PPO PD22 SP37 SD42 slowly drain away your HP unless 
SA HURT and CURS EX7 | you heal yourself. Use the Earth 
Magic to get rid of the CURS. 

The Flowers are growing on 
Level Three, in the chamber that 
looks like a spider! Look in the 
Northeast leg of the spider and 
you'll find them. 

You've got the Flowers, but you need one more item: the 
Book of Runes. Head for Bell. Stay at the Inn and then go due 
South to reach the water. 
Ready your Open Ocean 
spell and use it. The waters 
will part before you! Cecil B. 
DeMille couldn't have done it 
any better. Make sure you've 
got tons of Food and Water 
before you enter the sea. 
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The Sea Cove 


PP59 PD52 SP0 SD39 
SA None EX 12 


KRAKEN 
HP 107 


PP49 PD35 SPO SD41 
SA None EX11 


FLYINGFISH 
HP 97 


PPO PD28 SP49 SD30 
SAHURT EX12 


These sea creatures will attack 
you whenever you're in the 
ocean, not just in this Cove. 
They're tough, and they're hard 
to dodge since you're in the 
water, so don't waste time 
trying to fight them. Just move 
as fast as you can. 


There's a dungeon in the middle of the Cove. Use the Map 
spell to track it down. When you find the dungeon, run inside. 


Welcome to the... 


Legendary Temple 


CHIMERA 
HP 127 


PP54 PD52 SPO SD56 
SA None EX 12 


MINOTAUR 


PP63 PD60 SPO SD 69 
SA None EX 15 
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SPELLDRAGON Items to Collect: Breastplate, 
Silver Scimitar 


Goal: Find the Book of Runes 


PPO PD200 SP55 SD35 
SA HURT EX11 


The Spelldragon is a very difficult creature to beat. It’s 
invulnerable to physical attacks. You'll have to use Magic to 
defeat it. Ready the Mighty Fireball spell, use it on the 
Spelldragon, and Parry to recharge your HP. The Mighty 
Fireball spell sucks HP away really quickly. 

The Book of Runes is 
located in the chamber on 
Level One that looks like 
the letter I. Look in the 
Northwest part of the I. 

You've got the Book! Get out of the Temple and back onto 
land. Use the Ring of Flight to return to Granville and save. 
Now walk to the Southwest part of the island. 


Look for the Tomb of Magi 
the Warrior. He will deem 
you worthy of wearing his 
armor, now that you have 
both the Flowers and the 
Book of Runes, and he'll 
tell you to search the 
dragon's lair. 

Walk to Deirus and save. 
Now go into the forest 
East of Deirus. Look for a 
dark pit somewhere in the 
forest. Walk into this pit 
and you'll fall into the... 
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Dragon God Cave 


GARGOYLE 
HP 160 


PPO PD47 SP67 SD61 
SA PARA and POIS EX 13 


PP 61 PD71 SPO SD 42 
SA None EX 14 


Items to Collect: Hand Ax, Magi's 
GRANITE Armor, Silver Pants 

Goal: Meet the Dragon God When 
HP 168 Wearing Magi's Armor 


PP72 PD82 SPO SD 65 
SA None EX18 


The Dragon God is located at the place where you fell into 
the Cave. If you talk to him before having Magi's Armor, he'll 
tell you to go away 
before he exterminates 
you. He's not kidding. 
If you hang around 
too long, he'll roast 
you with a fireball! 

Get Magi's Armor, 
which is East of the pit 
entrance. Then go back 
to the Dragon God 
and talk to him. He'll 
be so impressed that 
he'll give you the 
Water Sword! 

Get out of the Dragon God Cave by leaving through one of 
the exits in the middle section of the Cave. Go back to Granville 
with the Ring of Flight and stay at the Inn. 
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Stage Five: The Wind Sword 
Walk to Sull and stay at the Inn. Walk South of town to the... 


Keme Cave 


CAVE 
DRAGONFLY 


HP 167 


CAVE COBRA 


PPO PD65 SP72 SD112 
SA PARA and POIS EX 15 


PP 64 PD85 SP0 SD64 
SA None EX19 


Items to Collect: Large 
SEE OR, Shield, Morning Star 
Goal: Find the Book of 
Seven Witches 


PP80 PD95 SPO SD105 
SA None EX 23 


The Cave Dragonfly is deadly, with a paralyzing and a 
poisoning attack. Try to avoid it when you can. It’s the only real 
problem you should have in getting to the Book of Seven 
Witches. This book is in the north section of Keme Cave. 

When you've got the Book, leave the Cave. Walk to the 
Windcape, a peninsula of land south of Bell. When you hear 
sweet music playing, you'll know you're 
there. The voices of fairies will cry out to 
you, telling you that Taz is in the North 
Tower. Taz is the Wind Sword. The North 
Tower is far away from here! 

Travel to Gran, save, and walk to the 
ocean north of town. Use the Open Ocean 
spell to travel across the water to the 
island. The North Tower is on the West side 
of the island. This is the toughest battle yet! 
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North Tower 


BERSERKER DRUID OF 


THE UNDEAD 
HP 130 


PP94 PD125 SP0 SD 144 
SA None EX28 


PPO PD87 SP98 SD97 
SA Curse and Blindness EX 18 


m Items to Collect: Long Sword, 
Silver Helmet, Wind Sword 
SIS Goal: Find the Wind Sword 


PP71 PD96 SPO SD 116 
SA None EX24 


The Berserkers in this Tower are truly awesome enemies. 
You should be at least Level 14 before you think of taking them 
on. And when you do fight them, use Potions of Power to do 
more damage. The more Food, Water, and Potions you have, the 
better. 

On Level Two of the Tower, there's a secret passageway 
through some of the tunnels. Use the Map spell and look at the 
left side of the map to spot the passageway. It's one way only. 
You can go from right to left through it, but you can't go from 
left to right. You'll have to fight any creatures you skip past on 
your way out of the Tower. 

The Wind Sword is on Level Three, guarded by Druids. The 
Druids are physically weak, so hit them with your weapon 
instead of using powerful spells. 

You've got the last Elemental Sword! Get out of the Tower 
and fly back to Granville with the Ring. Visit the Wind Wizard 
to gain the final Magic. You have two great new spells now: Fly 
to Dungeon Entrance and Fly to Granville. 
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Stage Six: Tores 

It’s time to liberate the best sword of them all: Tores. Exit town 
(after saving, of course) and use the Fly to Sky Tower spell. 
You'll fly up to Sky Tower Island. 


The Island is populated with 
Hexdragons. Don’t try to fight 
one. They are way too strong. 
Run to the middle of the island 
PPO PD 200 SP110 SD118 | and go into the... 

SA POIS and Curse EX 30 


Sky Tower 


PPO PD159 SP120 SD 146 
SA POIS and Curse EX 75 


PP103 PD 126 SP0 SD 129 
SA None EX70 


Avoid everything on Levels 
One and Two. Lure your 
enemies into open rooms, then 
run past them. The Hades 
Hound and Scraper are just too 
strong to take on and survive. 

You can make it all the way 
PP120 PD 165 SPO to Level Three without having 
SD 145 SA None EX 90 fought anything. Journey to the 
two chambers in the Northeast 
corner of Level Three. Now 
you'll have to fight by blasting your way through the Beholders 
inside the chambers. 

Use the Mighty Fireball spell that you used on the 
Spelldragon. It'll take a lot of time, and a lot of Food and Water. 
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If you're in dire straits, escape the Tower by using the Fly to 
Dungeon Entrance spell and see below to find out how to get 
back to Grades Island. 

When you finally power past the Beholders, take Tores and 
use the Fly to Dungeon Entrance spell, then walk out of the 
Tower. Run back to where you first appeared on Sky Tower 
Island, keeping clear of the Hexdragons. When you reach your 
landing site, you'll find a pit! Walk into the pit and you'll fall 
down to Grades! Fly to Granville and save. 

The townspeople tell you that Darces has stormed Grades 
Castle. Stock up on Food and Water, make sure you're healed, and 
get ready for the ultimate battle. Leave Granville and walk into... 


Grades Castle 


Goal: Kill Darces 


PP ?? PD??? SP? SD?? 
SA?? EX?? 


Walk to where you met the King and Queen back at the 
beginning of your quest. They'll be gone, and you'll find stairs 
leading down to another level! 

The creatures in the Castle are tougher than anything you've 
met before. Run past them like you did in the Sky Tower. 

When you make it down to Level Three, use the Map spell. 
You'll see tons of monsters in the North part of the Level, and a 
set of stairs against the South wall. Run to the stairs. There will 
be someone guarding the room with the stairs. Darces! See The 
Secrets to find out how to defeat Darces once and for all! 


SHH... THE SECRETS 

Defeating Darces 

Prepare the Mighty Fireball spell and use it on Darces. One or 
two should kill him! Go down the stairs and you've won! 
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Starting with Extra Gold 

Turn on the NES and let the game run through the introduction 
until the town appears in the lower-left corner of the screen. 
Press B on controller Two twice, then press Start on controller 
One. You'll start the game with 100 GP. 
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Fester’s Quest 


Distributor: Sunsoft 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


The Addams Family is pretty strange, but not even they believed 
Mama, who said that a UFO was coming to invade their town. 
Mama was right. That is, if you can believe what Uncle Fester 
saw while moonbathing one night. So now it’s up to Fester to 
dig up his gun and rescue the townspeople from the UFO! 


PLAYERS 


Only one Fester’s Quester at a time. 


SCORING 


There aren’t any points scored in the game; but there are lots of 
special items, weapon power-ups, and alien bosses! Your 
ultimate goal is to find and destroy the alien UFO! 
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LIVES AND CONTINUES 


Fester’s got one life. He starts out with two health bars. Getting 
hit by an alien or an alien’s weapon costs him a health bar. Find 
two additional health bars as you explore the game. Recharge 
your health at hot dog stands if you have the money. 

You have as many continues as you have time to play, but 
there’s a catch: Although you keep all the weapons and items 
you built up, you still have to start from the very beginning of 
the game. You don’t have to destroy any alien bosses that you 
got the first (or second or third) time, though. 


CONTROLS 


Move Fester Go To Menu Screen Use Special Item 


Pause Fire Weapon 


WEAPONS 


Fester starts with the Gun. It has eight power-up levels 
and an infinite supply of bullets! Power-ups are left 
behind by destroyed aliens. Only take the blue power-ups. 
The red ones will degrade your gun a level. 

Whip: Fester gets this weapon from Morticia after beating 
the first boss. It has four power-up levels. Whip power-ups 
are found when aliens leave them behind as they're zapped. 
Collect the blue power-ups and avoid the red ones. 

TNT: Pugsly gives you this explosive stuff in the first 
house you find. You can have a maximum of thirty units. 
Missiles: You get these from Thing. They home in on any 
major target on the screen. You are limited to twenty of them. 
Noose: This weapon calls Lurch onto the screen to destroy 
every enemy! You can have a maximum of fifteen Nooses. 
They don't work on the bosses. 
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SPECIAL ITEMS 


When you beat creatures of the overworld and the underworld, 
they leave behind special goodies that you need to complete the 
quest. You'll get other special items from the members of the 
Addams clan. 


When Fester goes underground, it's dark down there! Use 
the Bulb to light up the screen. 

Fester uses Keys to enter buildings, and houses. 

Use Money to recharge your health fully at a hot dog stand. 
You can have a maximum of 99 money units, and each hot 
dog costs five units. 

The Skeeter explodes into mosquitoes when he's hit. If a 
mosquito stings you, you walk a lot more slowly than normal. 
Use one of the Vise Grips that Wednesday gives you to 
restore Fester to his abnormal self. You can have ten of these. 
Thing gives you a Potion that fully restores your health. 
These are best used when you're fighting an alien boss. You 
can have five potions. 

The Invisibility Potion is another gift from Thing. Fester turns 
invisible when he swigs this, and he becomes invulnerable for 
a short time too! You can have five invisible potions. 


FRIENDS 


You've got the entire Addams Family on your side! Pugsly, 
Wednesday, Thing, Morticia, and Mama can be found in the first 
seven houses (Thing is in three houses), and the entire Family is 
in the eighth house. You get from them, in the order you'll 
probably see them: TNT, Vise Grips, Potion, Invisible Potion, 
Whip, Missiles, Noose, 4th Health Bar. 


ENEMIES 


The Globule is a moss-like alien that just sits there and 
inflates when you blast it. Inflate it enough and it will pop! 
The Skeeter looks like he's sleeping until you shoot him 
—then a swarm of mosquitoes emerges from him! 

You'll come across Slime Replicators underground. When 
shot they split up into several more replicators! 

You really won't see the Giant Scorpion very often. If you 
do, you're wasting too much time exploring an area of the 
game that's unnecessary. He'll take lots of shots to kill, and 
another one always appears to take his place. 

There are four types of Frogs. Their color indicates their 
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power. Blue Frogs are easily zapped. Brown Frogs take more 
shots, but are fairly harmless. Green Frogs hop a few times, 
stick out their tongue, and then hop again. They take quite a 
few shots. Red Frogs are the most powerful. They hop 
around, stop and shoot fireballs, then hop again. They eat 
your bullets for breakfast. 


The other aliens you encounter are easy to kill (and have no 
names), so they don’t need descriptions. 


STRATEGY SESSION 
General Strategies 


Get a rapid-fire joystick. Borrow one from your friend, beg your 
mom for an early Christmas present... just get one. You'll be 
firing your weapons almost non-stop from beginning to end, 
and some of these guys take incredible amounts of punishment. 

Don't be in a hurry; if you're constantly walking around, 
you're going to pick up a red power-up sooner or later, which is 
just about fatal later on in the game. So take your time while 
moving through the game; stand still while shooting. 


The Start of the Quest 

As you start the game, you're on a road 
surrounded on three sides. Go East. 
Globules are in your way. Shoot them 
and collect the items they leave behind. 
Keep going to the East until you reach a 
three-way intersection. Walk South, 
shooting more globules. 

Keep moving South until you reach 
another three-way intersection. Then 
move North again, back to the first one. 
Keep walking back and forth, shooting 
and grabbing items until you've fully g 1 


powered up your gun. You should «uiu < 
4 SEE P 


also get about ten bulbs and ten keys. 


Now go to the lower three-way Bi 
intersection. Walk into the opening in 
the hedge to the West. You'll en- 
counter your first Skeeters here. Go 
West and buy a hot dog if you need | 
health. To buy a hot dog, highlight 
your money on the menu screen, walk 
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to and touch the stand, then press A. Next, go 
South and West. Ignore the stairway for now. 
Enter the house by highlighting your keys on 
the menu screen, then pressing A when you're 
next to the door. Here’s Pugsly 
to give you TNT! 

Press Start to leave Pugsly 
and walk around the hedge to 
the next house. A few Blue Frogs are here. 
Shoot them and enter the house. Wednesday 
gives you Vise Grips. Leave the house and go 
back to the stairway you passed before. 


Walk on top of the 
stairway and press A, 
but be sure that Bulbs 
are highlighted on the 

menu screen. If you 
aren't on the stairway, 

you won't go 
underground, but use 
whatever is highlighted 
on the menu. If a Bulb 
is highlighted, 
nothing happens. 


You're now underground. But it's dark! Move West a bit to get 
off the stairway and press A. If you selected the Bulbs, the screen 
should light up! Now move down the path. You should see (and 
hear) rats. Go ahead and shoot them! Keep walking down the path 
until you come to an East-West intersection. Take the West path. 

Follow this path until you pass two water holes. There is a 
path North. Pass it and go to the next path North. There will 
usually be some Frogs here; you may even have to deal with 
Green Frogs. Just keep following 
the path. You should be walking 
on some rock paths, and 
encountering more enemies. 

You'll eventually reach a 
green tunnel. Go North and East, 
just like the tunnel does. Start 
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firing; rats will run from the 
East to get you. Keep going 
until you reach a ladder. Move 
next to it, press A and... 


Back into fresh air again. If you need health, 
there’s a hot dog stand to the East. Watch out, 
though. Frogs (even a few Red ones) will come 
from the top of the screen. Go West into the 
hedge path. Follow it and enter the house. 
Thing gives you some potions! 

Leave the house and walk back to the road. 
Now walk North and West. You might see a new 
enemy; this one hops really high when you shoot 
him! He’s nothing to worry about, though. Go inside the house. 
Here’s your first encounter with the three-dimensional mazes. 


This house has a hidden power-up that gives you a third 
health unit. To get the health unit, go: North two times, West, 
North three times, West, North two times, East, and North 
two times. When you run into the wall, you gain the third 
health unit! Turn around and leave the house. 


Walk around to the East side of the house and follow the 
path until you reach a spotted path going South. Pass this path 
and keep going West until you reach the house. Enter and Thing 
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gives you the Invisible Potion. Leave and go back down the 
spotted path. walls to the stairway and use it. 

This underground voyage is very 
easy. There's only one path to follow, 
so walk along slowly, watching out 
d for the things you saw during your 
first underground voyage. At one 
point, you'll encounter a new enemy; 
call it the Red Burrower. This pesky 

: " alien chases you relentlessly. If he 
runs into a wall between you and him, he just burrows under it, 
comes up on the other side, and starts chasing you again! Rapidly 
shoot the Burrower to get rid of him. At the end of the path, go 
onto the stairway and hit A to go up... 


THE FIRST BOSS 


As you come back to the surface, a stream of Blue Frogs comes 
from the top of the screen. Move up while shooting until there 
aren't any more of them. Now enter the building. 

This 3-D maze leads to the first alien boss! This is a pretty 
easy maze, but here are instructions to reach the boss' door. 
North seven, West, North four, West, North two, East, North 
three, East, North two, West, and North to enter the door. 

As soon the boss sequence begins, 
hit Start to enter the menu screen. Select 
TNT. Now exit and stay alert! This boss 
lines his left arm up with you vertically, 
then shoots at you with his arms in the 
following sequence; left, right, right, 
both. Then he lines up with where 
you're standing and starts over again. 
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Line up Fester's 
head with the 
space between the 
boss' feet and 
blast away. 


Stand between his 
arms as they come at 
you, and shoot at him 

from that position. 
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Dropping TNT is trickier. Start running East after the boss starts 
tracking you, then cut West again before he gets you. While he’s 
flailing away with his arms, run up and press A to drop a stick of 
TNT. Quickly run back down before he starts tracking you again. 


Keep a close eye on your health. If you get hit down to one 
health bar, enter the menu screen and highlight the potion. Then 
quickly exit, press A to use the potion, and re-enter the menu 
screen to highlight TNT again. 

This guy takes a lot of punishment. Just be patient, fire 
away, and don’t worry about the amount of TNT you use. 
Whenever you defeat a boss, all your special weapons and 
potions are fully recharged. If you’ve been careful and quick, 
he'll eventually start to blow up, then you'll be outside of the 
house. Look at your menu screen. All your special items are 
fully recharged. Now go down the stairway. 

The underground 
path isn’t tricky until the 
end. You'll be going 
North and see a path to 
the East. Ignore it, but 
take the second road East. 
This takes you to the 
stairway up. There might 
be some Red Burrowers, 
so be quick! 

You'll be above ground now; go South, firing at the frogs 
and super-hoppers. Turn East and start upwards again. Keep 
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going North until you see a small path leading to the East 
through the hedges. Go onto it. Turn South and keep going 
South until you reach the stairway. You'll come across more 
Burrowers a bit before you reach the door. 

Here's another underground path; 
follow it and go up the stairs, then go 
North and enter the house. Morticia 
gives you a whip! 

From this point on, if you 
accidentally power down the gun, you 
won't be able to power up, because you 
almost never get any blue power-ups! 
Don't grab a red symbol, or Fester's Quest becomes more like 
Mission Impossible! 

Exit the house and go down the stairway into a quick 
underground path. Navigate it and you're back above ground. 
Go South and enter the next stairway down... 


Whip It Good 


Go South and turn West onto the rock bridge. There'll be a Slime 
Replicator. There are several on this bridge. Run back and forth 
on the bridge, shooting the Slimes and collecting blue Whip 
power-ups. Avoid red Gun power-ups! Once you've powered 
up the Whip fully, continue on down the path. 

Keep going down the path, then go up the stairway... 


A note about the Whip: If you 
whip an alien, and he leaves 
behind a red Whip power-up, 

don't whip it or you'll pick it up 
and power down your whip. 


The Boss Patrol 


You'll come up in front of a house. Enter it. This is the house of 
the second boss. The maze is a bit trickier than the earlier ones. 
See The Secrets if you can't find the door. 

The second boss is tougher than the first. His whips hit you 
constantly. See The Secrets for the specific way to kill this boss. 
Watch your health and use the potion accordingly! 


88 


Nintendo Games Secrets 2 


Be sure to try out the Whip! Once you've 
beaten him, go down the stairway. 


One very easy underground trip later 
and you're back to the surface. Enter the 
house and get the Missiles from Thing. 
Now keep going South past the boats. Use 
the hot dog stand if you need health. If 
you go West before using the stairway, you 
should be able to see the Giant Scorpion! 
In fact, you can whip him through the 
bushes. Too bad there aren't points 
for that. Go down the stairway and 
follow the path. This is the only one 
where you won't be attacked by 
anything! Go North at the end. 

This is the third boss' house. Go 
into it. Map it out (or wimp out and 
look at The Secrets). Enter the door... 


This boss has a body of steel and a sword that shoots 
sparks! You have to find a certain weakness that he has. 
Perhaps the Missiles will find it for you? To launch them, 
press A to lock on and B to fire. 


This guy takes the longest of any of the bosses to pass. Once 
he's down and out, head for the stairway. 

You'll scrap with some Slimes down here, but it's pretty 
easy. Go North again, walk onto the wooden platform, and go 
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down the hole. This path has quite a few 
Burrowers. Make it to the stairway and go 
North. You’ve made it this far! 

Go South and enter the fourth boss’ 
house. This maze is the first real tough one, 
so map! Find the door and enter it. 

The fourth boss is tough! He’s got an 
invulnerable shield and a mean laser gun. 
Fire the Missiles at him to find his weak 
spot and soften him up, then go in for the 
kill! Once he’s toast, go down the stairway. 
One easy trip later, go up again... 


You Rang? 


Follow the path North and West, watching out for the Red 
Frogs. See the house? That’s where the fourth health bar is! 
How do you get in? Not all hedges are as 
they appear... Look at The Secrets if 
you're stuck. 

Continue West. Use the hot dog stand 
to charge up. This is the last one in the 
game. Enter the house and Mama gives you 
the Noose. Continue down the path until 
you reach the stairway, and go down it. 

This is the toughest underground path in the game. Go 
North, shooting the Green Frogs. Then go West. You'll come to a 
fork in the road. Go West past the first South path. Go South and 
East until you come to another fork. Go South and West. Then go 
East. You'll pass a few pillars. Keep going East until you reach the 
stairway. Go up. 

You don't get to stay up here very 
long. Go West, South and East to enter 
the stairway down again. Follow this 
path and go up at the stairway. 

The final boss' house! Go South and 
into it. The maze in here is tough. Wander 
around and yov'll get to the door. Enter it. 

This boss looks tough, but he's really 
a pushover. Just get your invisible 
potions ready, and whip away! Once 
outside again, go up the path and down 
the stairway. 
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One short path underneath, 
then you're back on top. 
Follow the path, and watch 
out for the swarms of 
Burrowers. Walk onto the 
tombstone and... 


The Final Frontier 

The UFO at last! Go South. You'll encounter bouncing eyeballs! 

Shoot them rapidly. After being hit a few times they come at 

you faster! Continue down the path. The next alien you 
encounter is a Spiky 


pL! 


2 like a Slime. 


The next alien is 
again a toughie. Call 


The next foe is super-tough. Call it the Green Pod. It slides 
around, shooting blue bullets at an angle. You can blast it to 
force it to cover itself, but you need to shoot it almost as 
much as a boss. Now might be the time to ready your Nooses. 
Try using one on this foe. 


it the Brown Spinner. Red pods spin 
around it as it shoots blue pods at you. 
A Noose is best here. 

You'll come to a field of Green 
Pods. Use a few Nooses. Now you're 
on a catwalk going East and West. Go 
East. There will be several flocks of 
Brown Spinners. Use the Nooses 
unless you're feeling really lucky. 
After some time, you'll come to an 
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alien-looking floor. Continue South to the bottom of the screen 
and turn West. Go up the long path. Now go East and South. 
Turn East when you reach the 
East-South intersection. Then go 
North at the next intersection. You'll 
pass some terminals. There is a row 
of Green Pods as you go West. 
Continue West and North past the X 
skulls. Here is the UFO itself! 
You'll need four or five 
invisible potions and four or five ES ads thes 
potions. And four health segments. And the ability to figure out 
what to shoot at. Can you beat the aliens and save the world? 


SHH... THE SECRETS 


Houses 


Here are paths for the houses of the second through fifth bosses. 

Second House: North three, West, North seven, East, North 
four, West, North. 

Third House: North ten, West, North ten, West, North ten, 
West, North. 

Fourth House: North three, West, North two, West, North 
three, East, North seven, East, North seven, East, North five, 
West, North two, East, North two, West, North. 

Fifth House: North six, West, North three, West, North four, 
East, North four, West, North two, East, North four, East, North 
three, East, North two, West, North two, West, North two, East, 
North seven, East, North, West, North. 


Bosses 


Second Boss: Use the invisible potion to stay invulnerable 
and rapidly whip the boss. If you're down to one health unit, 
use a potion. 

Third Boss: When the sword starts to spark, run far to one 
side of the boss. Lock Missiles onto him and fire until you're out. 
A few will hit his chest when it's unprotected. Now you have to 
shoot him when he shoots at you. When the sword begins 
sparking, run down and to the right until you're under the boss' 
right foot. Point up and fire the gun rapidly. When he shoots, 
some of your missiles will hit his chest. Repeat until he gives up 
the ghost. 

Fourth Boss: Run between his bullets while locking Missiles 
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onto him. He fires three bullets; one flies straight, the other two 
at angles. Dodge between two of them. Once you're out of 
missiles, select the Whip. Use an Invisible Potion. Run right up 
to the Boss and start whipping his gun. Use Invisible Potions 
and Potions as you need them. 

Fifth Boss: Use Invisible Potions and whip him into submission. 

UFO: Whip directly between the two laser cannons to hit 
them both. Their fire is impossible to dodge, and Missiles take 
too long to hit them, so be quick. Use the Missiles to lock on to 
the UFO itself. The bullets are tough to dodge. Try moving to the 
right side of the screen. 


To get the fourth health bar, walk behind the house. Go to the 
West. There is a hedge that partially 
touches the house’s roof, and a 
hedge that runs down the West side. 
Walk into the corner where these 
two hedges intersect. You'll walk 
into the hedge! Walk down the West 


side of the house, and 
turn East. Enter the house 
and get the fourth health 
bar! 
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The Immortal 


Distributor: Electronic Arts 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


You are a student of Mordamir, a great and powerful wizard. 
You have come to the desolate ruins of Erinoch, a once-great 
city. You sense that somewhere far below, in the Labyrinth of 
Eternity, your teacher calls out for you. He needs help. You will 
provide it... or die trying. 


PLAYERS 


The Immortal is for one player only. 


SCORING 


There are no points in The Immortal. Your only goal is to 
rescue Mordamir. 


LIVES AND CONTINUES 


No, you’re not immortal, no matter what the title says. You have 
three lives. If you manage to make it through an entire level of 
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the Labyrinth without losing them all, you'll receive a password 
that grants you access to the next level. If you lose all your lives, 
you'll have to start over again at the beginning of the level. 


CONTROLS 


Directional Pad Pause 
Restart Level 


Go To Wizard's Pack Cast Fireball 
Escape Pit Trap 
Cast Spell 
WEAPONS 


The sword is your weapon at the start of the game, and it's the 
weapon you'll use against most of your enemies. You'll fight 
Goblins, Trolls and even invisible creatures with it! 

You can also shoot an unlimited amount of flaming fireballs 
out of your hands. These fireballs come in handy against the fast 
and deadly vampire bats! 


SPECIAL ITEMS 


Special items are the key to progressing through the game. The 
Secrets has a rundown of the items on each level. If you want to 
play through The Immortal without using the chapter, you can 
use this list to make sure you have every item on a level, and to 
see what function an item has. 


FRIENDS OR ENEMIES? 


The story of the game takes many interesting turns. People who 
you think are your friends may end up being your enemies. 
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You'll learn who to trust, and who not to trust, through trial and 
error... mostly error! 


STRATEGY SESSION 


General Strategies 


You have to master the combat sequence before you make it 
very far into the Labyrinth. Here's one approach to try. Slash 
your opponent left and right 
rapidly. Don't bother with 
the jabs, because they're way 
too slow. Keep slashing away 
until your fatigue meter is 
about a third of the way up 
the screen. Now start 
dodging the enemy attacks 
until your fatigue meter falls 
back to nothing. Remember to dodge in the opposite direction of 
the direction your enemy is attacking from. Repeat this pattern 
until your foe is history! 

The vampire bats are small, but they can do tremendous 
damage. If you get a pesky bat on your tail, spin around in all 
directions and shoot fireballs. You should knock the vampiric 
vermin out of the air! 


Into the Labyrinth: A Level-by-Level Guide 


Level One 
Use the manual for this level. It shows you quite clearly what to 
do and how to do it. 


Level Two 
You start in a room with a deadly slime on the floor! Run left 
and collect the Red Gem. Then search the pile of bones to get the 
Elven Sword of Agility. Don't 
search any further or you'll be a 
meal for a hungry pile of slime! 
Run through the upper door. 
There's a man here sitting on 
the ground. Move into him and 
he'll offer you some Slime Potion. 
His price will be too high, though. 
Don't panic. Just move into him 
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again and he'll lower his price to an 
affordable range. Buy the Potion. 

Move up and left. You should be 
able to see the will-o'-the-wisps by 
now. Use the Charm Scroll and they 
will follow you around without 
harming you. Pick up the Granite 
Stone on the floor here. Then go 
through the upper door. 

: Don't attack the two Goblins 
guarding the door. Use the Charm 
Scroll again and the wisps will kill 
the Goblins for you. Search the 
Goblin directly in front of the door. 
He holds the Dust of Complaisance. 
Then go through the door into the 
King's Chamber! 

The Goblin defending the King is 
very fast. You may need to continue 
to defeat him. Once he's dead, move 
to the black pile of dirt on the floor. 
Drop the Bag of Spores here and run 
out of the room. Wait outside about 
ten seconds, then go back in. The 
Spores have sprouted, and the King is 
near death. 

Walk to the King. Give him the Water he asks for. He'll give 
you instructions, but more importantly, he gives you a key. Leave 
the chamber and go back into the room with the merchant. Go 
through the door below where the Granite Stone was. 

There is a troll.in this tunnel. Defeat him and go through 
the door. Walk up to Lindli. He'll be quite rude to you, but 
don't take offense. When he's done 
talking, use the Dust of Complaisance 
on him by throwing it into the air. 
Talk to him again and he'll be very 
cooperative. Too bad you don't have 
more of that stuff! Two gems down, 
one to go. Walk down the hall and 
sleep on the hay. Walk down to the 
last door and go through. 

Use the Slime Potion as soon as you are inside the tunnel. 
Now drop the Granite Stone. You have to trick the slime in this 
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tunnel into running into the Stone. When it does, it will eat 
away at the Stone, leaving behind the last Red Gem! Grab the 
Gem and run down the tunnel. Go through the door. 

There are three triangles in this room. There are three holes 
around each triangle and one hole in the middle of each triangle. 
Place a Gem into the lower- 
right hole of the left triangle, 
the upper hole of the middle 
triangle, and the center hole 
of the right triangle. A 
passageway is revealed to... 


Level Three 


You start next to two ladders. Climb down 
the upper ladder, and climb down the next 
ladder. Walk up to the fighting Troll and 
Goblin. Defeat the Troll and take the Protean 
Ring. Walk back to the ladder and climb up. 
Use the Protean Ring. Now you're a Goblin! 
Gross, but you have to do it. Walk to the 
right, past the Goblin guard. Don't bump into him, or he'll 
recognize you and you'll have to fight him. He's very powerful, 
so you don't want to if you don't have to! Open the chest and 
take the gold pieces and Troll bombs. Walk back to the ladders 
and take off the Ring. Climb up. 

You're back at the beginning. Climb down 
the lower ladder. Another Troll and Goblin are 
fighting. Beat the Troll and take his Ritual 
Knife. Walk right and through the door. It's the 
Goblin King! He'll let you climb up the ladder. 
If you hadn't given him the water back on 
Level Two, your fate would be much different! 

This room is extremely dangerous. Stand still and watch the 
spikes as they come out of the floor. You should be able to see a 
safe path to the Gem and from there to the ladder. Walk to the 
Gem, take it, and walk to the hay pile. Sleep and then climb 
down the ladder. 

There are two Trolls guarding here. 
Use the Ritual Knife and the Trolls will 
start fighting each other! Go through the 
door to the North. There's a single Troll in 
this room. Use a Troll bomb to stun him 
and run North and through the next door. 
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You can use the bombs on the Troll in this room as well, but 
you should fight and defeat him. Otherwise, your next task will 
be very difficult when the bomb wears off. 

Stand next to the red flame and wait for it to turn green. Run 
into it and drop the Gem. You will be transported across the 
chasm! Climb down the ladder to... 


Level Four 
Move up to Ulindor. He gives 
you a Magic Carpet. Walk 
Northeast and through the 
door. Use the carpet imme- 
diately and slowly fly 
Northwest. Don’t get too 
close to the walls. There are 
some flame jets close to them. 

Don’t go through the door yet. Instead, fly South of the 
door. You'll see a Ring on the ground. Fly over it to pick it up, 
then fly up to the door. Select the Magic Carpet again from the 
inventory screen to stop riding it and walk through the door. 

Start flying again as soon as you 
enter this new room. Fly Northeast and 
you'll reach the door. Get off the carpet 
and go through. Rest on the hay, then 
climb down the ladder. Battle past the 
Troll and climb down again. Ana is 
sitting next to the wall. Walk up to her 
and give her the ring she asks for. Then 
climb down the ladder. 

Defeat the Troll and walk clockwise around the smaller 
triangle within the triangle three times. A secret passage will 
open. Climb down to... 


Level Five 

The Goblin will ask you to follow him, 
but before you go through the door, pick 
up the Large Egg in the corner of the 
room. Now go into the next room and 
move to the Goblins going over the map. 
They'll tell you about the Norlac. Sounds 
like fun, doesn't it? Walk South and 
through the door. 
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Buy the Potion from the merchant and go back into the room 
with the Goblins. Look for a hole in the North wall. Walk up to 
the hole and use the Potion. You'll shrink to the size of a Troll 
brain! Now walk through the hole. 


Dodge the two Trolls until you return to normal size. Don’t 
let them squish you! Once you pop back to normal, battle the 
Trolls. When you've beaten them both, hurry over to the chest 
and open it. Take everything inside. 
Now use the Bottle. There’s water 
inside of it. If you don’t drink the 
water, you'll die from the poisonous 
effect of the shrinking potion! 

Now walk through the North 
door. There are two huge lizards in 
this room. Shoot at them with your fireballs until they both drop 
out of the air. Keep moving or they will home 
in on you! Search them both. One of them 
will have a door key. Now leave through the 
West door. 

Immediately activate the Worm Sensor. 
Now navigate the room using the 
instructions given to you by the merchant: 
left, down, right, down, left, down, right, up, 
right, and down. Don’t stray too far off the path, or you’re worm 
food! You'll see a ladder near the door, but don't use it. It leads 
to a dead end. Walk through the door. 

Walk South. The egg in your possession will hatch! Don’t 
kill the lizard inside, though. Instead, walk South until you 
reach a circle in the floor. Drop the bait onto the circle. The lizard 
will see it and land to feast on the fetid flesh, revealing a hidden 
passageway! Climb down the newly revealed ladder, sleep, and 
climb down the next ladder to finish the level. On to... 
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Level Six 

As you start this level, the Goblin will run 
Dunric through with his sword! Get revenge 
by defeating the Goblin. Talk to Dunric. Give 
him his Ring and he'll give you two very 
important spells: Statue of Gold and 
Magnetic Hands. Climb down the ladder. 

Defeat the Troll. Take a well-deserved rest on the hay. Then 
climb down the ladder and prepare to meet the Norlac! 

Follow the maze by paddling 
on the barrel. Soon, you'll reach 
the Norlac. You have to get close 
enough to it so that it comes off 
the door and starts to chase you. 
When it does, paddle as fast as 
you can toward the whirlpool 
below where you first boarded the 
barrel. Don't stay in the middle of 
the maze. Try sticking to one side 
or the other. 

It will probably take you quite a few tries. The Norlac is 
extremely fast, and if you bump into any walls, it is guaranteed 
to devour you. And don't try running back up the ladder, 
because the Norlac has very long tentacles! 

When you go into the whirlpool, you'll trick the Norlac 
into entering it as well. The Norlac will die, but you will 
survive to reach... 


Level Seven 

You'll be revived 
by a kind female 
Goblin. Open the 
chest and take the 
Fire Protection 
and Blink spells. 
Climb down the 
ladder. Now walk to the center of the room. You'll fall into a pit, 
but don't try to save yourself. Go ahead and fall. 

You'll land in front of a very mean-looking dragon! Believe 
it or not, this is the final showdown with Mordamir. Be prepared 
to use all of your spells. See The Secrets if you need help here. 
Good luck! 
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SHH... THE SECRETS 


Defeating Mordamir 


As soon as you land, activate the Blink Scroll. This Scroll is good 
for six uses. Now watch the dragon carefully. He will tilt back his 
head, and then breathe a plume of 
fire onto you! Hit A or B to 
activate the Blink Scroll just before 
the dragon starts breathing. You 
will “blink out” and disappear 
while the fire roasts the ledge 
a you're standing on! 

You will have to blink out five more times. Make sure your 
timing is accurate! When you've used up the Blink Scroll, you 
only have one defense left. But don't use it yet. 

The dragon will make the motions of breathing fire, but he 
won't actually do it. He's trying to trick you into using your last 
defense. Don't do it! When he's done with his fake breath, he'll 
get ready for a real one. Now prepare. 

As his fiery breath is about to burst forth, hit Select and 
activate the Fire Protection. This spell is activated as soon as you 
select it from the inventory screen, so you don't want to select it 
until the last moment. 

You're out of defenses! The 
dragon will start inhaling for another 
set of flames. Don't let him get the 
chance. Hold the Amulet up to the 
light, but don't read it! It looks like 
the dragon is going to get you, but 
then Mordamir appears! = 

Mordamir takes back the Amulet with magical force. Now 
activate the Statue of Gold spell. This spell, like the Blink Scroll, 
is good for six uses. 


Mordamir will attack you with lightning! 
When the bolts shoot out of his hands, wait 
until they disappear off the top of the screen 
and then activate the Statue of Gold. The bolts 
won't have any effect on your statue form. 

Mordamir will zap you three times, then 
bolts will shoot out of his hands a fourth time, 
but they won't hit you. Don't use your spell! 
Wait until his next three attacks. 

When you've used the Statue of Gold six 
times, Mordamir will tell you that you are now 
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defenseless and hold up the Amulet. He's right, but you have an 
ace (actually a scroll) up your sleeve. Use the Magnetic Hands 
spell and you will get the Amulet back. Now sit back and 
witness Mordamir’s last moments! 


Passwords 
Try these passwords to start on any level of the game. See how 
many different ways you can meet your demise! 


Level Two: x310y10006y90 
Level Three: xs1v421000x10 
Level Four: rr1x531001x60 
Level Five: 279x743000x60 
Level Six: 6590y63000sy0 
Level Seven: 13s0y730038y0 


Special Items 
Level One 


Amulet. Used on this level to open a passage, and 
on Level Seven to attract Mordamir. 


Bag of Bait. Used on Level Five to make the flying 
lizard open a secret passage. 


Bottle of Water. Used on Level Two to soothe the 
Goblin King's pain. 


Charm Spell. Used on Level Two to make the will- 
o’-the-wisps obey you. 


Dunric's Ring. Used by Dunric on Level Six when 
you give it to him. 


Sack of Spores. Used on Level Two to knock out the 
Goblin King. 
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Level Three 


Protean Ring. Used on this level to sneak by a 
Goblin guard. 


Red Gem. Used on this level. Drop it into the flame 
when it burns green. 


The Immortal 


Dust of Complaisance. Used on this level to make 
Lindli the dwarf give you his Red Gem. 


Elven Sword of Agility. Permanently enhances your 
speed in combat. 


Granite Stone. Used on this level. It contains a Red 
Gem. Slime can free the Gem. 


Slime Potion. Used on this level to run through a 
slime-infested corridor. 


Three Red Gems. Used on this level to open the 
passage to Level Three. 


QM 
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Troll Bombs. Used on this level to temporarily stun 
attacking Trolls. 


Ritual Knife. Used on this level to trick two Troll 
guards into fighting each other. 
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Level Four 


Magic Carpet. Used on this level to fly over worm- 
infested floors. 


Ring. Used on this level. Give it to Ana and she'll 
give you information. 


Level Five 


Bottle. Used on this level. Drink the water inside 
before you die of poisoning! 


Large Egg. Used on this level. It hatches into a 
flying lizard. 


Potion. Used on this level. It allows you to pass 
through a small hole in the wall. 


Worm Sensor. Used on this level to negotiate a room 
filled with worms ready to strike. 


Level Six 


Magnetic Hands Spell. Used on Level Seven to take the 
Amulet from Mordamir. 


Statue of Gold Spell. Used on Level Seven to protect you from 
Mordamir's attacks. 


Level Seven 
Blink Spell. Used on this level to save you from the dragon’s fire. 


Fire Protection Spell. Used on this level. Similar to the Blink 
Spell, except that the Fire Protection is good for one use only. 
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CHAPTER 7 


The Legend 
of Zelda 


Distributor: Nintendo 
Game Type: Action Role-Playing 
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PUSH START BUTTON 


WHAT’S GOING ON? 


When Link defeated Ganon the Evil One, and rescued the 
beautiful Princess Zelda, he thought that his adventures were over. 
In fact, they had just begun! For now Link must once again collect 
the pieces of the Triforce to defeat Ganon... on the Second Quest! 


PLAYERS 


Only one player can play at a time. There are three save 
positions, so up to three people can “share” the game. 


SCORING 


There aren’t any points. Your progress is measured by the 
objects you collect and how many Hearts you have. 
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LIVES AND CONTINUES 


You have one life, and you lose it whenever all your Hearts turn 
white. Each time you are hit, some color comes off your Hearts 
(depending on the strength of your enemy). Some of the items 
you'll obtain during your quest can protect you from your enemies. 

You start out with only three Hearts. You can gain more 
Hearts by finding Heart Containers. These increase the number 
of Hearts you have, and therefore the amount of damage you 
can sustain before dying. 

When your character dies, you can Save or Continue. If 
you're in a dungeon, you'll continue from that dungeon until 
you leave it or Save and turn off the game. If you are on the 
Overworld, you'll Continue from where you left off. 


CONTROLS 


Directional Pad Pause 


View Subscreen Use Item Use Sword 


WEAPONS 


Link’s main weapon is the Sword. When Link has all of his 
Hearts, he can shoot fireballs from the end of the Sword. There 
are three Swords—the Wooden Sword, White Sword, and Magic 
Sword. Link earns each Sword by finding Heart Containers to 
increase his number of Hearts. 


The Boomerang is Link’s second most useful weapon. 
You'll learn lots of Boomerang tricks in the Strategy 
Session. There are two Boomerangs—the Wooden 
Boomerang and the Magic Boomerang. 

Link finds the Bow in one of the dungeons and buys Arrows 
in shops. He'll also find the magical Silver Arrow, which has 
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special properties. Each Arrow Link shoots costs a Rupy. 

To find shortcuts inside and outside the dungeons, Link uses 
Bombs. Bombs are the only weapon that can kill Dodongo, 
one of Link’s most powerful enemies. Bombs have several 
uses—especially blowing holes in walls and rocks. 

The Blue and Red Candles are important items. They light 
up dark places, and they can burn special trees or bushes to 
reveal secret passages. 

The Magic Wand is a powerful weapon that delivers a 
magic spell to blow enemies away. Once Link finds the 
Magic Book, the Wand becomes even more powerful. 


SPECIAL ITEMS 


Link uses different kinds of protection. He starts out with a 
Plain Shield, but he soon will purchase a Magic Shield that 
gives much better protection. This shield can block the shots of 
many of Link’s enemies, but only when Link’s not using his 
Sword. If he’s swinging his Sword, he must lower his Shield 
and he’s vulnerable. 

Link can get the Blue Ring, which reduces damage from 
Link's enemies by half. Later, he'll find the Red Ring, which 
reduces it to a quarter. 

Link must find additional items, including Money Crystals, 
Keys, Hearts and Fairies. You'll learn about them during the 
Strategy Session. 


FRIENDS 


Link has only a few friends in the world. However, there are 
some characters who will give him advice, or even better, sell 
him Medicine or give him a new Sword. There are some secret 
places where Link can gamble and make some extra cash. And 
there are the Fairies, sometimes Link’s best friends of all! 


ENEMIES 


There are plenty of minor enemies that Link will face in his 
adventure. Some are found only in the Overworld while others 
are found in dungeons. There are creatures of exceptional power 
that guard the pieces of the Triforce. You'll learn how to deal 
with the important creatures in the Strategy Session. 
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STRATEGY SESSION 


General Strategies 


You'll need to master maneuvering Link around in close 
quarters, but that's the only real skill you'll need to develop. 
You'll also need to understand your enemies—their strengths 
and their weaknesses. 


Find the Leader. 

In some rooms of 
the dungeons, one 
monster is the 
Leader. Kill him and 
you'll clear the room 
in a hurry. This is 
true of Keeses, 
Goriyas, and a few 
other creatures. 
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Get the Watch. 

When you find the Watch, pick it up to freeze all the monsters in 
the room. Take your time defeating them, or run right through 
them to get to the next location. 


Clear all rooms in the dungeons. 

If you clear a room, you'll often find a treasure or other item. 
Once you clear the room, the treasure won't reappear. Some 
doors open only after a room has been cleared. 


Leave one enemy. 

If you’re in a room in the Overworld or a dungeon, and you 
know you'll have to come back through it again, leave one 
enemy alive. That way, when you come back, there will only be 
one enemy waiting for you. If you kill them all, they'll all be 
back when you return. This is true of ordinary monsters. 


There are always enough Keys. 

If you find a locked door in a dungeon, you can be sure there's a 
Key to open it. You shouldn't have to buy any Keys, although 
they are for sale in the shops. 
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Look before you leap. 

Whenever you enter a new screen, pause at the edge to get a 
look. You're safe if you don't venture all the way in. This is true 
both on the Overworld and in the dungeons. You'll avoid many 
traps and other surprises this way. 


The Overworld is divided into eight sections, each one containing 
16 screens. On the next two pages, we've placed a grid map of the 
Overworld, dividing each section into a rectangle. For instance, the 
Northwest area of the map is Section A. The next area to the East is 
Section B, and so forth. You start the quest in Section F, Screen 16, 
which we'll refer to as F16. So you begin the game in Screen F16. 

There are two special locations on the Overworld Map. 

E10 is the Lost Woods. To get through the Woods, walk 
North, West, South, and West again. You'll appear in E9. 

C8 is the Lost Hills. To get through the Hills, walk North 
five times. On the fifth attempt, you'll make it to C4. 

The Underworld dungeons are made up of rooms, each of 
which is a screen on your TV. For each dungeon, we print a grid 
with each room numbered. You can follow the numbers to find 
the rooms you want most easily. 

This chapter only covers the Second Quest of The Legend of 
Zelda, although many of the general strategies will work on the 
First Quest. If you want a guide to the First Quest, look for our 
first book, Nintendo Games Secrets, which has a detailed chapter. 


The Second Quest 
The Overworld 
Items to Collect: Wooden Sword 
Before you start the first Level, go 
into the cave in the area where 
you start the game (F16) and get 
the Wooden Sword. It isn't much, 
but it's all yours. 

Now walk carefully up to B16 
and enter into... 


Level One 
Items to Collect: 
Wooden Boomerang (Room 2) 
Compass: Room 5 
Map: Room 7 
Keys: Room 3,12 
Triforce: Room 14 
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The following steps will take you quickly through the first 
dungeon. However, you may want to visit other rooms just for 
fun. Take the quick path or the scenic route. Your choice. 

You start in Room 1. Go to Room 2 and you'll meet the 
Goriyas! Use the Sword to kill them all. When you've defeated 
them, the Wooden Boomerang will appear. Pick it up and return 
to Room 1. Go up to Room 3. Nail all the Goriyas and pick up 
the Key. Now plant a bomb against the East wall and blow 
through to Room 4. 

The Keeses in Room 4 are easy. Use the Boomerang to hit 
them. Push the left stone and a stairway will appear. Climb 
down the stairs and follow them to Room 12. 

Watch out for the Wall Masters. These ghostly hands will try 
to grab you and send you back to the beginning of the Level. 
Use the Boomerang to stun them momentarily, then use the 
Sword. When they're all history, pick up the Key and go to 
Room 11. 

More Goriyas! Destroy them and bomb through the North 
wall to Room 13. It's Aquamentus! 

If you have all of your Hearts, shoot Aquamentus from a 
distance while dodging his shots. Shoot him in the head. If 
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you get hurt, charge forward and blast him with the Sword as 
fast as you can. He's really pretty easy to kill. Collect the 
Heart Container and then go to Room 14 to get the first piece 
of the Triforce. 


That takes you through Level One in detail. For the other Levels, 
we'll tell you some of the important places, but not in so much detail. 


The Overworld 

Items to Collect: Blue Ring, Candle, Heart Container, Magic Shield, 
Medicine, Power Bracelet, White Sword 

Boomerang Tricks 


Now you've got the Boomerang, a very important piece of equip- 
ment. Learn to use it effectively, and you'll have an easier time. 


1. Stun your enemies. When they are stunned, you can use your 
Sword to finish them off. You can also run right through them when 
they are stunned and they can't harm you. Some enemies aren't 
affected by the Boomerang. Others, like the Keeses and the Zols, are 
killed by it! 
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2. Collect faraway items. 
When you kill an enemy from 
a distance, use the Boomerang 
to collect Rupees, Hearts, 
Bombs or even Fairies that 
they leave behind. 

3. Use the angles. Throw the 
Boomerang and then move to 
the side to make it travel a curving path. In this way, you can 
often hit several enemies with one throw. 

There are two “loops” you can use. On some screens of 
these loops, you may want to leave one enemy alive, Those 
are screens where the enemy is tough and you don’t make 
much money. 

The first loop I call Bomb Alley because you can also get a lot 
of Bombs. Look through E8, E7, E6, E10, E11, E15, E16 and E12 in 
the Dead Forest. There’s a Fairy in E2 if you need a recharge. 

The other treasure loop takes you through G14, G15, G16, 
H13, G16, G12, G8, G4, G3, and G2. Stop here and go up to C14 
to visit the Fairy. Then resume the loop and go to G2, G6, G5, 
G9, G13, and back to G14 to start over again. This loop is easier 
at the beginning. 

Once you have 60 Rupees, go to the Shop in B7 and buy the 
Blue Candle. With the Candle, you can burn bushes and light 
up dark rooms in the dungeons. Now go back to a loop and 
make 90 Rupees. 

Go to D14 and use the Candle to burn a bush in the 
Southeast part of the screen. You'll reveal some stairs going to a 
Shop. Enter the shop and buy the Magic Shield! 

Now loop the loop and make yourself 250 Rupees. It will 
take a while, so be patient. Once you've got the money, walk all 
the way up to D7. Move against the North wall. When you're 
just to the right of the center of the wall, walk up. You should 
walk through the wall up to D4, and a hidden shop! Inside this 
shop, you can buy the Blue Ring for 250 Rupees. 

It's time to get yourself a better weapon. Go to Screen C3 
and enter the cave, where you'll find the White Sword. There is 
a Fairy at C4 if you need to fill up your Hearts. 

This is the longest and toughest journey yet. You need to get 
the Power Bracelet by going all the way to B9. On the way there, 
you'll have to journey through the Lost Woods in E10. To get 
through them, walk North, West, South, and West again. You'll 
come out of the Woods in E9. 
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Also be sure to stop at A9. Carefully push the second 
tombstone from the left, in the middle row. Go down the stairs 
and collect the fifth Heart Container! 

Once you're at B9, lightly touch the Armos in the upper 
right corner of the screen. Get out of the way quickly, then 
either kill the Armos or just pick up the Bracelet. Now you can 
shove certain rocks and bricks out of your way. 

All you need now is some Medicine before you enter the 
next dungeon. Go to A6 and push the stone on the left and go 
down the stairs. Take the Letter. Now you can buy Medicine. Go 
to a loop and make 68 Rupees. 

The best place to buy Medicine is at G13. Use the Candle to 
burn the second tree from the right in the Southwest corner of 
the screen. This will reveal the stairs to the Medicine Shop. 
Purchase the Red Medicine. 

You've got everything! It's taken a long time, but it’s worth 
it. Journey to F1 and touch the middle Armos in the upper row. 
He'll move at you, revealing stairs. Walk down the stairs to... 


Level Two 


Items to Collect: 


Whistle (Room 12) 
Compass: Room 6 

Map: Room 20 

Keys: Rooms 3,4,7,8,9,15,17 
Triforce: Room 19 


If your Hearts are almost empty, 
use the Medicine to refill them. 
When you use the Red Medicine, 
it will turn into Blue Medicine. 
When you use Blue Medicine, it 
will disappear. 

You'll meet two fierce enemies in this Level: Darknuts 
(Rooms 6, 13 and 18) and the Manhandla (Room 17). 

To beat Darknuts, don't get in front of them. Stab them from 
the side or from the back. You have to move quickly to keep out of 
their way. Of course, if you have all the Hearts, stand as far away 
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as possible and try to pick them off by shooting across the room. 
With plenty of bombs, get a bunch of Darknuts to converge on 
one, to do a lot of damage. But Bombs aren’t always easy to come 
by. Darknuts are one of the toughest enemies you'll face, and they 
require very good control of Link. 

To kill Manhandlas, try to place a bomb 
right in his center by anticipating where 
he’s going. If you don’t get a perfect hit, 
you can still take pieces of the monster with 
each blast. 


This Level has a wall that’s not really a wall! In Room 15, 
move to the middle of the south wall and walk downward. 
After a moment, you'll pass through the wall and into Room 18 
(where the Whistle is located). There are many phantom walls in 
later dungeons. 


There’s a Gleeok guarding the Triforce. 
Kill him by hitting him in his heads with 
the Sword. Be careful, though. The first 
head will start to float around after you hit 
it a few times. Don’t get surprised by it. 
Defeat Gleeok to get another Heart 
Container and another piece of the Triforce 
in the next room. 


The Overworld 
Items to Collect: Bait, Heart Container, Medicine (Optional) 


Using the Whistle. When you blow the Whistle in the Overworld, 
a magic tornado appears and carries you away if you don’t 
avoid it. This tornado can be very useful. It will carry you from 
one dungeon entrance to another, depending on the direction 
you're facing when it catches you. If you face up or to the right, 
it takes you to the next Level in sequence. For instance, if you 
start from Level 6 and blow the Whistle while facing up or to the 
right, the tornado will carry you to Level 7. Face down or to the 
left to go the previous level. 

Make 60 Rupees and return to the hidden shop in D4. Buy 
the piece of Bait. Come back down and travel to C15. Use the 
Whistle (avoid the tornado if it appears) to open the stairs to a 
Heart Container. 

If you need Medicine, make 68 Rupees and return to the shop 
in G13 to buy it. Now you're ready for the next Level. Walk to 
D13 and blow the Whistle to reveal the passageway. Walk inside 
and you're in... 


116 


The Legend of Zelda 


Level Three 
Items to Collect: 


Magic Boomerang (Room 11) 
Compass: Room 2 

Map: Room 6 

Keys: Rooms 7,8 

Triforce: Room 9 


The most difficult section of this 
Level is Room 4. You'll have to 
kill three Dodongos, and they’re 
tough. Your Sword has no effect, 
however Dodongo does have a 
weakness. He doesn’t like Bombs. 


The best way to kill 
him is to drop a Bomb 
next to him. When it 
explodes, he'll be 
stunned. Run up and 
stab him before he can 
move again. The less 


efficient way to kill 
Dodongo is to make 
him swallow two 
bombs. When you kill 
all the Dodongos, 
you'll earn a Heart 
Container. 


I think the guy in Room 10 is hungry. His stomach is 
growling. One of your items may look unappetizing to you, but 
I’m sure he'll like it. 

To get the Magic Boomerang in Room 11, Kill all the Goriyas 
and it will appear. The Magic Boomerang has a much longer 
range than the Wooden one! 

The Triforce isn't guarded by any major monster. You just 
have to fight your way to it. Once you have it, you'll appear 
back in the Overworld. 
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The Overworld 
Items to Collect: Heart Container, Medicine (Optional) 


Walk to B3 and blow the Whistle to obtain the ninth Heart 
Container. Now earn Rupees for Medicine (if you need to). Then 
earn at least 150 more Rupees. Don’t go into Level Four until 
you have at least 150 Rupees! Otherwise, you'll lose a valuable 
Heart Container! 

Walk to C8 and push the stone on the right to open the way to... 


Level Four 

Items to Collect: 
Raft (Room 26) 
Magic Book (Room 10) 
Compass: Room 4 
Map: Room 25 
Keys: Rooms 1,17 
Triforce: Room 15 


When you walk into Room 1, 
it will be dark. Use the Blue 
Candle to light up the room. 
You'll be doing this in every 
dark room from now on. 


Digdogger is in Room 5. Blow the 
Whistle and the Digdogger will split into 
three—Digpuppies? These pups move 
quickly, so stun them with the Boomerang 
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to stop them in their tracks. The 
Digdogger in Room 11 will give you a 
Heart Container when you kill him. 

There’s a trick to getting rid of 
Digdoggers even faster. Blow the whistle 
to turn the Digdogger into Digpuppies, 
then move out of the room and come 
back. You'll only have to fight one 
Digpuppy now. 

There are several Rooms in this Level with Red and Blue 
Bubbles. If a Red Bubble touches you, you'll be unable to use 
your Sword! Majorly bogus! The only way to restore it is to 
bump into a Blue Bubble. Remember where Blue Bubbles are, so 
that you can go back to them if you're hit by a Red Bubble. 

To get the Magic Book in Room 10, destroy all your foes and 
push the middle stone on the left side of the room to open the 
stairway to the Book. 

The man in Room 14 will give you the ability to carry 12 
Bombs when you pay him 100 Rupees. You did bring 150 
Rupees, didn't you? When 
you pay the man, you 
should have at least 50 
Rupees left. 

Room 28 has a rather 
cruel guy who won't let 
you pass until you give 
him 50 Rupees or a Heart 
Container. You better have 
the Rupees! 

Don't pick up the Triforce when you reach it. Instead, go 
into the rooms North of the Triforce to get the Raft in Room 26. 
When you reach the Raft room, kill all the enemies and push the 
stone next to the West wall to open the stairs to the Raft. Then 
return to the Triforce and take it. You're halfway there! 


LEAVE YOUR LIFE 
OR MONEY. 


The Overworld 
Items to Collect: Arrows, Medicine (Optional) 
To get the Arrows, go to one of the Shops that sells them (B10, 
F1, G3 or H12). They cost 80 Rupees. You don't have the Bow 
yet, but you'll be getting it soon. 

Buy some Medicine if you need it and then go to the dock at 
F6. Walk North off the dock and you'll use the Raft to sail to the 
entrance of... 


119 


Nintendo Games Secrets 2 


Level Five 
Items to Collect: 


Bow (Room 13) 
Compass: Room 9 
Map: Room 4 
Keys: Rooms 1,18 
Triforce: Room 16 


This Level is filled with deadly 
spikes. These spikes will smash 
into you when you first enter a 
room. To avoid the spikes, run 
into rooms quickly. 

Room 5 is filled with Like 
Likes. Don’t get caught by them 
or they'll eat your Magic Shield. 
If you do get caught, stab as fast 
as you can and you may escape 
before losing the Shield. Use the Boomerang to stun them before 
you approach, and keep them stunned while you use the Sword. 
They also get burned nicely by the Candle's flame. 

The fifth piece of the Triforce has another Gleeok guard. You 
know how to kill this guy! Knock him off for the usual stuff, and 
then get the Triforce. 


The Overworld 
Items to Collect: 
Medicine (Optional) 


If you've got a full supply of 
Bombs and Medicine, you're 
all set. Go to A13 and blow 
the Whistle. One of the 
graves will become the 
entrance to... 


Level Six 

Items to Collect: 
Step-Ladder (Room 4) 
Compass: Room 12 
Map: Room 9 
Keys: Rooms 2,18 
Triforce: Room 19 
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Level Six is a large and difficult dungeon. You'll meet one of 
your most challenging enemies—the Wizzrobes. These magi- 
cians can really cause you lots of trouble. Although you can 
block their magic with the Magic Shield, the Red Wizzrobes tend 
to disappear and reappear suddenly. Look out for them. 
Wizzrobes also like to surround you, giving you no way to 
escape but to fight your way through them. In some rooms, the 
Wizzrobes team up with Like Likes to make your life even more 
miserable—and short. 


The Triforce is guarded by the 
spidery Gohma. Shoot him 
with an Arrow when his eye is 
open, and avoid his shots when 


it's not. You'll thrash him 
quickly and collect the sixth 
piece of the Triforce. 


The Overworld 
Items to Collect: 
Heart Containers (2), Magic Sword, Medicine (Optional) 


Before you do anything else, pump yourself up with two more 
Hearts. First, go to D16 and use the Raft to sail North to D15. Go 
into the cave for one Heart Container. Then go back down to 
H12 and use the Step-Ladder to walk out to the second Heart 
Container. You should have 14 Hearts in all at this point. 


To get the Magic 
MASTER USING IT AND 


Sword, walk to C2 and YOU CAN HAVE THIS. 
push the rock farthest 

to the left to open a è E è 
passageway. Walk in- " 


side and take the best X 
Sword of all! 
Buy Medicine if you need to, and then earn at least 50 
Rupees. Don't go into Level Seven until you have at least 50 
Rupees! Otherwise, you'll lose a valuable Heart Container! 
Walk to H9 and burn the tree above the single row of trees. 
Use the Candle from the right side to do this. Walk down into... 
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Level Seven 
Items to Collect: 


Red Candle 

(Room 21) 
Compass: None! 
Map: Room 8 
Keys: Rooms 21,22 
Triforce: Room 24 


Now that you have the Step-Ladder, 
you can keep away from your 


enemies by using it to stand on the 
water. This technique will come in 
handy in several rooms. 


Whatever you do, don't go into Room 18! If you do, you'll lose 
a Heart Container. Bad! And if you enter Room 15 without at least 
50 Rupees to pay the man, you'll lose a Heart Container. Worse! 

All of the enemies in this dungeon are familiar, but they're 
tougher than ever! With skill, you'll battle past the Gleeok to the 
seventh piece of the Triforce! 


The Overworld 
Items to Collect: Bait, Medicine (Optional) 
Make yourself 60 Rupees and buy the Bait in the shop in D4. 
Then make money for Medicine. Finally, gather money until you 
have at least 100 Rupees. Don't go into Level Eight until you 
have at least 100 Rupees! Otherwise, you'll be unable to buy the 
ability to carry 16 Bombs. 

Buzz over to C6 and plant a Bomb against the North wall, 
halfway between the left edge and the middle of the screen. The 
bomb will reveal the doorway to... 
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Level Eight 
Items to Collect: 
Magic Key 
(Room 13) 
Magic Wand 
(Room 17) 
Compass: Room 27 
Map: Room 18 
Key: Room 35 
Triforce: Room 23 


You may lose your 
Sword to the Red 
Bubbles, but now 
you’ve got some- 
thing that’s almost 
as good; the Red Candle. Use it instead of the Boomerang if you 
lose the Sword. Don't worry, you'll find Blue Bubbles later on to 
regain your Sword. 

After you obtain the Magic Wand, try using it. It’s a very 
powerful weapon! Don’t use it too much, though. It’s better for 
some enemies than for others. 

Moldorms are very fast, but they’re very vulnerable to the 
Magic Wand. Use it at a distance and watch them burn 
themselves up! 

There’s a hungry guard in Room 24. Let him stuff his face 
with the Bait. 

When you get the Magic Key, you won't need to collect Keys 
anymore! You can open any locked door simply by walking into it. 


After you obtain the eighth and final piece of the 
Triforce, you'll be ready to take on Ganon! 


The Overworld 

Items to Collect: Medicine (Optional) 

Buy any Medicine you need, and walk up to A1. Plant a Bomb 
three squares to the right of the ladder and a door will appear. 
This is it! You're about to face... 
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Level Nine 
Items to Collect: 


Red Ring 

(Room 43) 
Silver Arrow 

(Room 22) 
Compass: 

Room 19 
Map: None! 
Keys: N/A 
Ganon: Room 42 


This dungeon is 
huge. Be ready for 
several major bat- 
tles just getting to 
Ganon, let alone 
what you'll face when you find him. You still need to find two 
very important items—the Red Ring and the Silver Arrow. 

This dungeon makes all the others look pretty wimpy. Be 
ready for some confusion. You'll have to use Bombs, but even 
more, you'll have to take lots of shortcuts between rooms. 
We're not going to tell you the whole story, but our map will 
tell you where the shortcuts are. 

When you enter Ganon's chamber, get ready for a fight! He 
moves around the room in a circular pattern. He's also invisible! 
If you need help beating him, see The Secrets. And no, there's 
not a Third Quest... is there? 


SHH... THE SECRETS 


Defeating Ganon 


Slash with the Sword 
to hit Ganon in his 
invisible state. Avoid 
or block his missiles. 
After you hit him 
enough, he'll turn red. 
Then fire a Silver 
Arrow finish him off. 


124 


The Legend of Zelda 


Move North into Room 46. Use the Sword to 
hit the flames around the Princess and walk 
up to her. We imagine she'll be glad to see 
you, but she may be getting a bit tired of all 
this hero/villain nonsense. Little does she 
know that the Koopa clan have their eyes on 
her next! 


Starting At The Second Quest 


To start The Legend of Zelda on the Second Quest without 
finishing the first one, type ZELDA as your name on the 
registration screen. 
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The Little Mermaid 


Distributor: CapCom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Ariel is the most beautiful 
daughter of King Triton, king of 
the sea. She’s also a mermaid! 
One day, Ariel sees Prince Eric, 
and falls in love with him. She 
gives up her fins for legs, and 
joins Prince Eric on land. 


Everything is great until Ariel is 


visited by her friends Flounder, 
Sebastian, and Scuttle. Ursula, the 
Sea-Witch, is taking over the sea! 
Ariel gives up her human form and 
becomes a mermaid again to save the 
sea. Help Ariel as she swims toward 
a final confrontation with Ursula! 


126 


Nintendo Games Secrets 2 


PLAYERS 
The Little Mermaid is for one player only. 


SCORING 


There are several ways for Ariel to score points. 


Finding Hidden Items: When Ariel finds hidden Snarfblatts 
(pipes) and Dinglehoppers (forks), she receives bonus 
points at the end of the level. 

Finding Pearls: When Ariel opens treasure chests, she can 
find Red and Green Pearls. She receives bonus points for 
finding these at the end of the level. 

Finishing a Level: When Ariel goes all the way through a 
level, she receives bonus points. 


Your score is only shown in between levels, not during 
the game. 


LIVES AND CONTINUES 


Ariel doesn’t have lives; she has chances. At the start of the 
game, she has three chances to reach Ursula and defeat her. Each 
chance has a row of hearts. Every time Ariel is bumped by a 
fishy fiend, she loses a heart. If all the hearts disappear, Ariel 
loses a chance and she has to start over from the beginning of 
the last level she reached. 


CONTROLS 


Make Ariel Swim Speed Up Swimming 


Go To Status Screen Shoot Bubble 
Push Objects 


127 


The Little Mermaid 


SPECIAL ITEMS 


Dinglehoppers are really forks, but Scuttle doesn’t know 
the difference! They are worth 500 points each. 

Snarfblatts are pipes. They are worth 800 points each. 
Hearts give Ariel one more heart, and therefore one extra bump. 
Ariel Dolls give Ariel one extra chance to reach Ursula. 
Shells can knock out Ariel’s foes, and they open treasure chests. 
Green Pearls make Ariel’s bubbles travel farther across 
the screen. 

Red Pearls make Ariel’s bubbles stronger. One Red Pearl 
lets you catch smaller enemies, and push barrels. Two Red 
Pearls let you catch all your enemies, and push small stones. 
Three Red Pearls let you catch enemies very easy, and push 
everything, including large stones. 


FRIENDS 


Flounder, Sebastian and Scuttle are Ariel’s friends, but they 
won't be able to help her under the sea. She's on her own. 


ENEMIES 


Each level is full of small enemies, but the ones to worry about 
are Ursula's special guards at the end of each level. These guys 
are tough! You'll need to throw several bubbles at them to defeat 
them and move on to the next level. 


STRATEGY SESSION 


General Strategies 


The Little Mermaid is a simple game. If you are very young, or 
are just starting to play video games, The Little Mermaid is a 
very good game for you. If you are an experienced gamer, this 
game will probably not challenge you much. Keep this in mind 
if you plan to buy the game. 

Hold onto the shells as long as you can. They make great 
shields against your enemies. 

Check every hole on the screen by throwing a shell or 
bubble into it. A lot of these holes have bonus items hidden 
inside them. 

A lot of enemies will reappear if you swim back to the areas 
where they appear the first time. This way, you can keep 
shooting them with bubbles and using them to search the holes. 


128 


Nintendo Games Secrets 2 


Level One: Sea of Coral 


Look! You're under the sea! 
Swim to the right and watch 
the bed of coral. You should 
soon see a shell on top of the 
coral. Swim to the shell. 
When you get close enough, 
you'll pick up the shell. 


Swim to the right 
again, past the sea 
anemone, until you see a 
chest. Swim to the chest 
and press A to use the 
shell to unlock the chest. 


A Green Pearl will pop out of the chest. Touch 
the Pearl, and then press Start to see the Status 
Screen. Ariel will have one Green Pearl, which 
makes her bubbles travel farther than normal. 


Swim to the right again and 
you'll encounter your first enemy, a 
fish! Shoot your bubbles at him. The 
first time your bubbles hit him, they 
will stop him. The second time, 
Son your bubbles will enclose the fish in 


HB bubble of his own! 
= 


Now you can pick up 
the fish-bubble by 
touching it, and you can 
throw it by pressing A. 
Throw the bubble away, 
because you need your 
hands (and tail) free. 

Swim down to the 
sandy place and press A to 
dig through the sand with 
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your tail. You should uncover a 
bonus item! Time to start swim- 
ming to the right again. 

As enemy fish come onto the 
screen, use your bubbles to stop 
them. You can pick up the bubbles 
and swim with them, or just throw them off the screen. If you hold 
onto a bubble, make sure you throw it away if it starts to blink. 
When it starts blinking, that means that it is about to burst! 

Eventually, you'll swim off the 
right side of the screen and arrive 
on the left side of a new location. 
Swim up to take the shell. Now 
touch the octopuses with it, and 
they will fall off the screen! Watch 
out for the octopuses' oily dots. 

Swim up to the next chest, and open it with the shell to get 
another Green Pearl. Now you have two Green Pearls! Swim to 
the top of the screen, and then to the right. You'll move to the 
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next area. Keep swimming until you see a shell. Don't pick it up, 
though. Swim into the hole underneath the shell's ledge. You'll 
go into a secret room! There's an Ariel Doll on the right side of 
the room. Swim to it and pick it up. 

Once you get the Doll, swim back out of the secret room. 
Now pick up the shell and go to the right. Open the next chest 
you find and you'll get a Red Pearl. Check the Status Screen 
again. You have one Red Pearl now, but your Green Pearls are 
gone! Every time you pick up a Red Pearl, all your Green Pearls 
disappear. You have to find some 
more Green Pearls. 

Continue to the right. Watch out 
for the starfish! You can stun them 
with your bubbles, but you can't 
actually turn them into bubbles, so 
avoid them. 
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After a while, you'll reach another area. This is the home of 
Ursula’s guard, a hungry shark! 

To defeat the shark, snare the 
shark’s fish friends in bubbles and 
pick them up, then throw them at 
the shark. When the shark starts 
swimming across the screen, 
swim away from him. The farther 
away you are, the safer you are! 

After you hit him with several 
bubbles, he will fly off the screen! 
You've defeated him! A magic pot 
will fall into the water. Pick it up 
and you've finished the level! 


Level Two: Sunken Ship 

Swim to the sandy place and dig until you uncover a shell! Pick 
it up and swim into the ship. Use the shell to knock away any 
fishes that come at you. 


You should even spot a ghost in here, but don't be afraid! It's just a 
mean old fish in disguise. When you hit the ghost with the shell, he 
will turn out to be a fish underneath a sheet! 


Keep swimming until you find a chest, and open it with the 
shell to get a Green Pearl. Swim to the right until you enter the 
next area. 

Swim up and you'll see 
an Ariel Doll behind a 
barrel. Push the barrel to 
the left. Don't worry, it 
won't hurt the Doll! Once 
it's gone, pick up the Doll. 
Now swim to the stairs 
above you. Push the barrel 
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to the right and follow it as it rolls down. 
Hold down B and you'll swim faster. If you 
don’t follow the barrel, and it falls off the 
bottom of the screen, it will disappear. 
Eventually, the 
barrel will hit a 
chest and open it, 
revealing the Green 
Pearl inside. Take it. 
You have two Green 
Pearls again! Swim up to the top of the 
boat. Try jumping out of the water here if you like. Ariel's pretty 
strong! Now swim to the right, through the hole to the next area. 


There's a shell above the water. To get it, jump out of the water 
onto the platform. When you hit the shell, it will fly to the 
right. Keep jumping at the shell until you knock it into the 

water. Jump back into the water yourself and pick up the shell. 


Swim to the 
right until you are 
at the right side of 
the chest above 
the water. Get 
close to the plat- 
form (but not too 


close) and jump out of the 
water to throw the shell onto 
the platform. Once you do this, 
jump onto the platform 
yourself, and knock the shell 
into the chest to open it and get 
a Red Pearl. 


132 


Nintendo Games Secrets 2 


Jump back into the water and swim to the right until you 
reach the next area. There’s a shell above the water, and there are 
spikeballs falling down in front of it. 


To get the shell, position yourself until you're just to the right of 
the falling spikeballs. Wait until a spikeball drops, then jump out 
of the water. The shell will bounce to the left. Turn Ariel to the 
right and the shell will bounce to the right, and fall into the water. 


Now jump back into the water in between spikeballs and 
pick up the shell. Use it to open the chest and get a Green Pearl. 
Now swim down. You'll see another octopus. If your bubbles 
are very strong, you can trap him in a bubble! 

There is a small red rock below the octopus, but don’t worry 
about it. You can push it if you want, but there’s no need. Swim 
down until you reach a sandy place and a chest. You can dig in 
the sand to the left to find a shell. Get the shell and open the chest. 
There’s nothing inside! In the later levels, there will many empty 
chests. Don’t be tricked! Swim to the right and to the next area. 

Pick up the shell above you and swim to the right, using the 
shell to hit any enemy that comes near you. Keep swimming 
right until you enter the next area—and the final area for this 
level. It’s time to fight Ursula’s guards! 

Two eels live in the holes. They will peek out of a hole, and 
then come out of it. If you see eyes next to a hole, stay away from 
that hole, or the eel will bump you as it comes out of the hole. 

Stay at the bottom of the screen 
and wait for a few crabs to fall to the 
bottom. Trap them in your bubbles 
and throw them at the eels. The eels 
are quick, so they may dodge some of 
the bubbles you throw. Just be 
careful, and stay as far away from 
them as you can. 
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You will have to 
get rid of both eels 
before you get the 
magic pot that takes 
you to the next 
level. You’re doing 
good so far! 


Level Three: Sea of Ice 


Brrr! It’s cold! Don’t soak in this 
freezing water. Start swimming to the 
right until you see a shell on the ice. 
Getting the shell is tricky. Swim to 
the right side of the icy ledge and 
jump onto it, then knock the shell to 
the left until it falls into the water, 
and floats to the ice ledge below. 
Grab the shell and go to the right. 

You'll see a chest soon, but don't 
open it. It’s empty. Keep going until 
you see another chest. The chest is 
guarded on both sides by spitting 
fish! Use the shell to knock out both 
the fishes, then throw the shell at the 
chest to open it, and take the Red 
Pearl inside. 


Swim to the right until you 
see the next chest. You should 
also see a large hole going 
down. Swim down the hole and 
you'll be in a secret room. If you 


EE have three Red Pearls, shove the 
large rock to the left onto the 
chest. This will get you a Green 
Pearl. If you don't have three 
Red Pearls, you can't move the 
rock, and you can't open the 
chest. Maybe next time! 

Leave the secret room and swim right until you see a shell. 
Pick up the shell and swim back to the left to open the chest. 
There's a Green Pearl inside. Take the Pearl and start swimming 
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right again. Ignore the small rock 
and the chest, because the chest is 
empty! You'll reach an icy ledge. 
Jump onto the ledge, but don't 
get hit by an ice cube! Slide to the 
right, into the next area. 

Knock the shell into the 
water as you jump to the right. 
When both you and the shell are in the water, pick up the shell 
and open the chest for a Green Pearl. Swim down and follow the 
cave to the next area. 

Now you'll see two shells above a chest. Take one of the 
shells and swim to the right. You will have to do a few tricky 
moves to get the shell over the ledge. 


First, throw the shell onto the ledge. Make sure you are far 
away from the ledge when you throw it. Now swim up to the 
ledge and jump onto it. The shell will bounce to the right. Quickly 
jump to the right and grab the shell before it 
falls off the screen. If it does fall, swim back to 
the left, grab another shell, and try again. 
Keep trying until you get the shell across. 

Open the chest and take the Red Pearl. 
Swim to the right until you reach the next 
area. Pick up the shell on the bottom and € 
swim upward until you find the chest. Knock out the fish with the 
shell, then open the chest for a Green Pearl. Now swim to the 
right and through the hole to the next area. You're back into the 
open water! 

Swim to the right until 
Ursula's guard appears. He's a 
walrus! He should slide onto 
the right side of the screen. 
Swim closely to the ledge he's 
on, and wait for a shell to fall 


135 


The Little Mermaid 


from the top of the screen. 
The shell will slide along the 
ice and fall right into your 
hands. Now jump straight up 
and you'll throw the shell at 
Moose cce the walrus. 

Four shell hits and the walrus will disappear. Pick up the 
magic pot and you've beaten another level! 


Level Four: Undersea Volcano 


Swim to the right and stay at the top of the 
screen. Two volcanoes will come onto the 
screen. When they erupt, lava will shoot 
into the water. Avoid the lava! 

You should also see a pair of eyes 
peering out from the sandy place in 
between the two volcanoes. Swim closely to 
the eyes until the sand 
starts to move, then 
swim away. A huge fish 
will come out of the 
sand! Let him swim off 
the screen, then search 
the sand with your tail 
to find a bonus item. 

Start swimming to the right. Remember to stay away from 
the volcanoes! You'll reach another sandy place, with another 
fish inside it. Trick the fish out of the sand, and search the sand 
again. This time, you'll find a heart! 

You've probably no- 
ticed a new enemy of 
yours. He's called the 
Lobster! He's very dan- 
gerous, because he can 
swim backwards very 
quickly. Quickly shoot him 
with your bubbles. 

Swim to the right until you enter the next area. Trick the fish 
out of the sandy place, and shoot the Lobsters. When all your 
enemies are gone, search the sandy place to dig up a shell. Take 
the shell and swim down to the two chests. Open the chest on 
the left for a Red Pearl. The chests on the right is empty. 
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Swim down until you see an Ariel Doll 
with two large rocks above it. If you have 
three Red Pearls, push the rocks out of the 
way so that you can get the Doll. If you have 
less than three Red Pearls, you'll have to pass 
up the Doll. Swim to the right and you'll 
enter the next area. 

Stay at the bottom of the screen, because 
there are volcanoes at the top of the screen. 
Swim between the lava and don't get hit! 
Keep going to the right until you find a shell, and pick it up. 
Swim back to the left and open the chest for a Green Pearl. 
gar d Now swim to the top of the 
SEET pi =a screen, between the two volcanoes. 

S. Pm You'll enter a secret room. Pick up 
the shell on the right and open the 
chest on the left for a Red Pearl. 
Swim back out of the secret room 


and head to the right until 
you enter the next area. 

Start swimming down as fast as you can to avoid the 
Lobsters. You don't want to mess with them! When you reach 
the bottom, swim to the right into the next area. 

Swim past the first chest you see; it's empty. When you 
reach the next chest, you should see a small rock above it. If you 
have two or more Red Pearls, you can push the rock onto the 
chest for a Green Pearl. If you don't, you can't! Swim to the 
right, and into the next area. 

Swim to the right until you reach a sunken boat with two 
cannons mounted on its side. This is the home of Ursula's 
guard! He will fall down onto 
the top of the boat, and start 
ordering the cannons to fire! 

The cannons will shoot 
spikeballs and fish. Avoid the 
spikeballs and shoot the fish to 
make bubbles. Throw the 
bubbles at the guard quickly. If 
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you take too long, your 
bubble will hit the enemies 
coming out of the cannons. 

This guard is the tough- 
est one yet, but he’ll be 
defeated soon enough. Take 
the magic pot and it’s time 
for the last level! 


Level Five: Ursula’s Castle 


Swim to the right until you see a sleeping fish! He’s more 
dangerous than he looks, though. Every time he snores, three 
small fish come out of his mouth! 


You can shoot the small fish with bubbles, and you can shoot the big 
snoozer if your bubbles are strong enough. 


Swim past the sleeping fish until you 
find a barrel. Push the barrel to the left and 
it will roll into the chest, revealing a Red 
Pearl. Take the Pearl and swim to the right 
until you see a dragon’s head with blinking 
eyes! Move in front of the head and press A 
to enter the next area. 


This area is small, but 
it’s full of bonus items. 
Every one of the holes in 
the two ledges is holding 
a bonus item. If you want 
to get the items, take some 
time to do it. When you're 
done collecting the items, 
or if you just want to pass 
the items, swim in front of the dragon’s head (with the blinking 
eyes) and press A to move to the next area. There’s ice above you 
now! Press A again and you'll move to another new area! 
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Swim to the right, past the sleeping 
fish, until you see an Ariel Doll. Don’t 
worry about the large rock. Push the 
barrel to the left, and then take the Doll. 
Swim to the right and you'll see a shell. 

Knock the shell to the right and pick it 
up, then use it to open the chest on the 
right. You'll get a Green Pearl. Keep going 
to the right until you enter the next area. 


There are two chests in the floor, and both of them have 
Pearls inside. How will you get them? 


First, swim up and 
try to push the large 
rock to the left, until it 
starts to fall. Swim 
down and follow it, 
holding down B to 
swim faster. When the 
rock hits the bottom, 
push it to the right until it opens the chest and you can get the 
Red Pearl. If you can't push the large rock, skip it. Swim up 
again until you see a small rock. Push it to the right and off its 
ledge. Remember to swim down with it, and hold B to swim 
fast. Watch out for the big fish that will appear as you swim 
down! When the rock hits bottom, push it left to open the chest 
and collect the Green Pearl. Once again, if you can't push the 
rock, don't worry about it. 

Swim up, up, and up until you find a shell. Swim back down 
a bit until you see two chests and open the one on the left for a 
Green Pearl. Move up again (past the barrel) and keep going 
until you reach the top, then keep moving to the right until you 
find a dragon's head. Go through the head by pressing A. 


Swim up until you find another dragon's 
head, and pass through it by pressing A. Now 
you're in an area with snakes! Avoid the 
snakes and swim to the right. You've entered 
Ursula's chamber! 
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Stay below Ursula. She'll start 
shooting sparks into the water, and 
the sparks will turn into enemies. 
Some of these enemies can’t be 
turned into bubbles, but some of 


them can. Look for the fish 
and seahorses; they can be 
turned into bubbles. 

When you get a bubble, swim up until you are at the same 
level as Ursula’s head. Throw the bubble at her head. If it hits 
her, her head will flash briefly. You’ve hurt her! 

Keep gathering bubbles to fire at Ursula. Stay away from the 
sparks, and from Ursula’s tentacles, and you'll be fine. After a 
lot of hits, Ursula will finally be beaten. Pick up the magic jar 
and Ursula is history! Or is she? 

No! Now Ursula will become more powerful than ever. 
Beating her this time will be even tougher. Look at The Secrets if 
you need extra help beating the stronger Ursula. Good luck! 


SHH... THE SECRETS 
Defeating Ursula 


Swim below Ursula and wait. 
When her trident sparks, a 
powerful current will rip through 
the water, and fish will come 
from the sides of the screen. Hold 
down the B button and you can 


fight the effects of the 
current. Shoot a fish and turn 
it into a bubble, then swim 
up to Ursula's head and 
throw it at her. If you hit her, 
her entire body will blink! 
Keep throwing bubbles at 
Ursula, and avoid touching 
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her trident or her tentacles. This will be your most difficult 
challenge yet, but if you win, you'll save the entire ocean! And your 
father, King Neptune, will help you to find Prince Eric again... 


Hidden Items 

Throughout the game, there are many special items hidden in 
cracks and crevices. Here are some ideas on where to search in 
each level. 


Level One 
There are several holes in the coral and 
in the blue rocky ledges. You'll need to 
look hard to find them, but that’s part 
of the fun! 


Level Two 

Many of the green ledges have holes. 
These green ledges are placed throughout 
the level, so keep your eyes open! 


Level Three 

Near the beginning of the 
level, there are lots of holes in 
the ice. Search them all with 
bubbles! 


Level Four 

Besides the sand, the only place to look 
is in one particular ledge above a sandy 
place. See the hole? 


Level Five 
Search the area with the two 
sleeping fishes. 
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Distributor: CapCom 
Game Type: Arcade Action 
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WHAT'S GOING ON? 


Little Nemo was.in the middle of a happy dream when he was 
awakened by a messenger from Princess Camille of 
Slumberland! King Morpheus has been kidnapped by the evil 
Nightmare King. Unless Nemo defeats the Nightmare King, 
little boys and girls will never have happy dreams again! 


PLAYERS 


Little Nemo is for one player only. 


SCORING 


There are no points in the Lands of Dreams. You just have to get 
through each one without waking up (otherwise known as 
losing all your lives). 
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LIVES AND CONTINUES 


You have three lives, and each life has a Life Meter with three 
bars. Every time you're hit by something, you lose a bar from 
the Meter. If you lose all three bars, you lose a life. 

If you lose all of your lives, you can continue from the 
beginning of the last Land you reached by going back to sleep. 
You can continue endlessly—there's no limit on how much 
sleep you get! 


CONTROLS 


Move Nemo Throw Candy 
Natural Defense 


Turn Into Nemo Pause Jump 


WEAPONS 


You have an endless supply of candy given to you by the 
Princess. You can throw it at evil creatures to stun them 
momentarily, and you can feed it to friendly creatures. 

When you feed three pieces of candy to a friendly creature, 
the creature will blow a bubble. You can now become the 
creature by touching it. Every creature has different talents that 
are used in certain parts of each Land. 


SPECIAL ITEMS 
There are three special items worth dreaming about. 


The 1-Up gives you an extra life! 
The First Aid Kit fills up your Life Meter. 
The Healing Potion restores one bar of the Life Meter. 
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FRIENDS 


You'll find many friendly creatures in your Dreams. They hurt 
you when they touch you, unless you've fed them candy first. 


The Fish swims quickly through the briny ocean. 

The Frog is your typical green slimy hopping amphibian. 
The Gorilla can climb trees and punch out attackers! 

The Hermit Crab can burrow into sand. 

The Hornet has a strong pair of wings and a nasty stinger. 
The Lizard can squeeze through small openings. 

The Mole burrows through the earth. 

The Mouse busts through walls with his hammer. 


ENEMIES 


The Nightmare King takes little childrens’ fears and turns 
them into gruesome creatures. The smaller ones aren't too 
worrisome, but the Bosses of Nightmare Land are horrible! 
The Penguin King attacks with bubbles and small penguins. 
The Manta Ray is lightning-quick and spews fireballs! 

The Nightmare King is the most evil of all! 


STRATEGY SESSION 


General Strategies 


If you use your candy to stun an enemy, be ready for him to 
start moving again! In fact, most of the time, you should just 
stay as far away from your enemies as you can. 

If you can’t seem to progress any further in a Land, look 
around for a friendly creature. He'll probably give you the 
ability to go to a part of the Land you couldn't have reached as 
plain old Nemo. 

If you have a rapid-fire controller, use it when you're the 
Hornet. This lets you fly very easily. 

There's no time limit, so move slowly and carefully. You 
don't need to rush through the Dreams, and your reactions will 
be tested soon enough anyway! 


Dream One: Mushroom Forest 


At the beginning of this dream, you'll talk to a well-dressed 
creature named Flip. He'll give you a few words of advice. 
Listen politely, then get started on your adventure. 
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Run to the right and jump onto the red 
mushroom so you can run over it. A Snail 
will fall down onto the blue mushroom. Go 
under the blue mush- 
room. You'll see a 
Frog sitting peace- 


fully on a small red 
mushroom. Feed 
him three pieces of 
candy. After he chews the third piece, he'll 
blow a bubble. Now touch him and Nemo 
will become a Frog! 

Hop up the small mushrooms until you reach the large 
mushroom at the top. Hop over to the blue mushroom and 
crawl to the top. Jump up to collect your 
first key! Continue to the right. An Army 
Ant and a Snail will attack from the right. 
You can kill them by jumping onto them, 
but you can also just jump over them. 

You'll reach a grassy ledge. Jump up 
the ledge. You'll need to hit a few Snails 
on the way up. Leap onto the blue 
mushroom at the top of the ledge. A key 
is above the mushroom. Grab it and move 
to the right. Fall down to the next ledge. 

A Snail is guarding a First Aid Kit. Bop the Snail and 
touch the Kit to use it. Now leap onto the huge red 
mushroom and start hopping up! Jump up at the top to get 
your third key, then go down the other side. 

When you reach the bottom, hit Select. Nemo turns back 
into his old self. Move to the right. A Mole is in the ground, 
looking around. Let the 
evil Frogs fall from the 
ledge above the Mole, 
then feed him. Touch 
him and you can dig 
through the dirt! Start 
digging straight down 
and you'l find key 
number four. Now dig 
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left until you reach the left side of the tunnel. Dig down so that 
you fall onto the fifth key. Only one to go. 


Dig to the left and keep digging until you hit a wall of rocks! 
Dig down and you'll enter a secret passage! 


Dig down until you 
fall into the passage. 
Turn back into Nemo 
and feed the Lizard. 
Touch him and you'll 
be riding him! Take the 
1-Up and run out of the 
passage. You'll reappear at the top of the huge red mushroom! 

Walk down the right side of the mushroom, get off the Lizard, 
and feed die Mole again. Touch him and dig down and right. 

=] Don't go into the tunnel right away. Stay 
near the top and dig to the right. A bat 
will appear and fly to the left, but you'll 
be okay since you're not in the tunnel! 
Now dig through to the tunnel and 
become Nemo. Use the First Aid. 

At the end of the tunnel is a Frog. 
Feed him and touch him. Now you have 
to jump from ledge to ledge on the 
waterfall. «Ad Ants swarm at you from the right. You can knock 
them out if your timing is right. 

After three ledges, you'll 
reach the other side of the 
waterfall. Keep going to the right. 
When you see the Lizard, hit 


Select to de-Frog yourself! Feed KE- LLBB 


the Lizard and get onto his back. = === =e 
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Now climb the ledge above you. It leads up and left to a Healing 
Potion and the last key! 

Climb back down and keep walking right until you reach a 
door. The door has six locks! But you have six keys! You've 
completed the first Dream. Time to wake up... 


Dream Two: Flower Garden 


At the start of the Dream, you'll be told about Oompi. He lives 
underwater! Walk to the right and you'll find a pond. Jump in 
and swim down until 
you fall into Oompi's 
hidden tunnel. Talk to 
him and he'll tell you 
about the Lizard. Walk 
to the right and you'll 
exit the tunnel and 
appear on the other side 
of the pond. 


Walk to the right just a bit to 
make a Snake jump out of the 
ground! Now scamper back to the 
left and start treading water. Swim 
far enough out so that the Snake 
will fall into the water, but miss you 
as it falls. Then get back onto dry 
land and walk right again. 


You can clobber the 
enemies coming at you 
from the right; press A 

and the Gorilla will 
throw a mighty punch! 


Jump onto the ledge to avoid the next Snake. Here's a 
friendly Gorilla! Feed him candy and touch him to start riding 
him. Jump up onto the ledge and move to the right. 

Jump over the small passage and you'll reach the tree. 
Yuck! A hanging porcupine is bouncing up and down on the 
tree. Don't punch his rope, or he'll fall down and attack you. 
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Punch him twice to destroy him. 
Attack the porcupine on the other 
side of the tree so you can climb 
up to take the Healing Potion. 


Go to the left side of the tree and climb 
all the way off the screen. A Healing 
j Potion is placed next to the tree limb. 
Jump onto the limb quickly and watch 
out for the Float-Fiend! This white 
j puffball zigs and zags back and forth 
for a while, and then drops directly at 
| you! The best way to avoid the Fiend 
is to wait until it starts falling straight 
down, and then run out of its way. 

Climb up to the next limb for another Healing Potion, then 
climb up to the top of the tree. Here's the Lizard! Get off of the 
Gorilla and feed the Lizard so you can ride him. Walk on top of 
the tree and leap to grab the key. Now climb back down the tree 
until you reach the hanging porcupines again. 

Run to the left past the 
porcupines until you reach 
the small passage. Now that 
you're on the Lizard, go 
inside. Crawl to the right. 
Don't hit the spikes! Soon 
you'll reach a new friendly 
creature, the Hornet! Get off 
the Lizard and feed the 
Hornet. Touch him and you'll 
become a Hornet yourself! 

Try hitting A as fast as you can to fly. You can't fly forever, 
though; after a while, you'll run out of energy and have to land 
become you can fly again. Therefore, only fly in short bursts. 
Stay in the air too long and you'll fall into something 
dangerous—or deadly! 

Now you have to collect the next key. It’s tricky. Fall off the 
ledge and then start flying immediately. You should touch the 
key and start going up again before you fall off the bottom of the 
screen and lose a life. Land on the ledge, wait a moment, and 
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then fly up and right. Land on the ledge with the Healing 
Potion, rest, and take to the air again to collect the next key and 
fly to the right. 

Huge birds will fly at you from the 
right side of the screen! Hit B and 
you'll shoot stingers at them! Watch 
out for the giant eggs they drop! When 
you reach the water, become Nemo and 
jump in. Swim to the right and you'll 
reach a waterway that goes down. j 
Swim down to get to a hidden tunnel. 

As you fall into the tunnel, hold the i 
controller to the right so you don't hit the Stumper. Go to the right 
and leap over the pits. Here are a 1-Up and a key! Jump to get 
eem z them both and keep going to 
K YTTT n bd the right. There are huge rocks 
falling into the next two pits. 


Don't jump over a pit until 
just after a rock has fallen. 
Clear both pits and you'll 
reach the end of the tunnel. 


You'll appear back above ground. Jump into the drink and 
swim to the left. You'll find a Bee on the left edge of the pond. 
Feed him and touch him. Now start flying to the right again. 
Land on the large flowers to rest in between flights. 

The fifth key is high in the air between the second and third 
flowers. Take it and continue to the right. You'll come to a wall 
with a hole big enough only for a 
Lizard! Turn into Nemo and jump 
into the water next to the wall. 
Swim down and right. Watch out 
for the evil fish! You'll find a First 
Aid Kit just before you start 
swimming up. 

At the end of the water, you'll 
find a Lizard waiting patiently. 
Feed him and climb aboard. Walk 
right and jump into the tree to get 
the last key. Leap right and march 
until you reach the doorway out of 
the Dream... 


149 


Nintendo Games Secrets 2 


Dream Three: House of Toys 
Leap onto the girder to the left. You can stand on the 
platforms! Jump up to the top platform and leap across to the 
keys. Jump onto the roof of the house and walk to the right, 
then jump onto the platform to get the third key. Leap across to 
the next platform and go over the wall. 
TX i 1 T You'll land on a train! Walk 
E-B bee B to the right and the train will 
i I] start moving! Walk to the middle 
| of the train. Toy Planes will soar 
from the right side of the screen 
to attack you! They dive into the 
ground randomly, so get ready 
to run at any moment. 

The walls start coming just after the Planes. Jump over them 
before they sidetrack you (pun intended). If they push you all 
the way to the left side of the screen, they'll make you lose a life! 

Soon, the Planes will be joined by Balloons! The Balloons 
drop bombs on you. Avoid the bombs or this Dream will turn 
into a nightmare! = 


After you see your first Balloon, get 
closer to the right side of the screen. 
Why? So that when the platforms 
with a 1-Up and First Aid Kit 
appear, you'll have more time to 
jump up and grab them! Don’t fall 
off the platforms or you'll be hit by 
low-flying Planes. 


Another two platforms with a 1-Up and Kit will appear, but 
they're tough to get, and one of the platforms can trap you so 
that you're pushed off the left side of the screen. It's better to 
avoid them unless you really need (or want) them. 

Now the train will take you 
under some massive weights! Run 
past the weights when they're rising 
upward, or they'll squash you as 
they fall downward. After you clear 
the last weight, run to the right side 
of the screen. You'll be attacked (and 
hit) by a Flying Squirrel! Now duck 
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quickly and you'll go under some spikes. Stand up and leap 
over the next Squirrel that attacks you. Duck again to get clear of 
the second group of spikes. 

You won't have to worry about spikes or walls for a while, 
but you'll have to dodge waves of attacking Planes and 
Balloons. Stay in the middle of the screen to give yourself the 
most room to dodge their attacks. Finally, the train will start 
moving level again. 

The walls will return. There will be a few keys in the air, but 
you don't need to grab them. You'll find out why at the end of 
the ride. Just get over the walls and dodge the Planes. 

Soon, you'll be under a roof of 
spikes. Duck! The roof will come down 
| at you, trying to end your Dream in an 
instant. There are two parts of the roof 
that will get you even if you're 
ducked. These parts are the ones that 
touch the train when the roof comes 
LLL down. Run past these parts to survive. 

There will be more spikes ahead, but none of them can get 
you when you're ducked, so stay low. Jump to get the First Aid 
Kit, though, and stand up quickly if you need to move out of the 
way of the Planes. 

The train will start traveling 
up. You're almost through the 
Dream! Dodge the Planes and 
Balloon waves, then jump over 
the last few walls. The train will 
pull to a stop next to the door 
leading out of the Dream. There 
are three keys here, and you should have at least four keys 
already, so you're as good as through the door! 


Dream Four: Night Sea 


You'll meet a friendly dog at the beginning of the Dream who tells 
you about the Hermit Crabs. Walk to the right and jump into the sea. 


Collect the key as you swim to the 
right. You'll see a Hermit Crab 
perched on a deep ledge. Swim down 
and toss him candy. Touch him and 
you'll be able to ride him. 
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Press B to jump up into the air. The Crab 
will bounce up and then fall point-first into 
the sand! Now you can burrow through the 
sand by holding in the direction you want to 
burrow and pressing B. 

Dig straight down and you'll find a 
Healing Potion in the sand. This will fully 
charge up the Crab. Dig back up and out, then 
crawl to the right. Dig into the sand on the left 
side of the ship, then dig right and up into the hole in the bottom 
of the ship. Turn back into Nemo, then swim up and right. 

You'll find a big pink 
Fish floating in the water. 
Feed him candy and 
touch him. The Fish 
swims quickly through 
the water, and you need 
his speed. Swim to the 
left to take the Healing 
Potion next to the mast. 

There are two tunnels in the wall to the right; swim down 
and into the lower tunnel. It will branch into two tunnels; swim 
into the upper tunnel and go to the right until you disappear! 

You'll reappear in a new tunnel. It winds around and down, 
so follow it and get the 1-Up and the key. Watch out for the 
Porcupine Fish and the Spear Shells. They're fast and mean. 

When you swim all the way 
through this tunnel, you'll reappear at 
the two-tunnel branch. Turn to the left 
and swim out into the water. Go up 
and right into the high tunnel. When 
you reach the edge of the water next 
to the Potion, turn into Nemo and 
leap onto the ledge. Jump over the 
Potion and feed the Frog. When you 
become the Frog, grab the Potion to 
fill up your Life Meter. 

Jump to the right and take the next key. Jump into the water 
and take the First Aid Kit, then swim to the right, past the 
tunnel going down. Follow the ledge as it angles downward. 
There's a Crab waiting at the bottom of the ledge. Turn into 
Nemo and feed him. Touch him and burrow into the sand below 
him to get the fifth key! 
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Come out of the sand and turn back into Nemo. Paddle up 
and right and jump out of the water. Run to the right and you'll 
reach the door! 


Dream Five: Nemo’s House 

The first creature you talk to on this level isn’t very bright, is he? 
Of course we're in Nemo's House! Well, forget the doofus and get 
started. Jump onto the ledge and leap to the last ledge before the 
stairs. Pause for a moment and let a gross Snail crawl by, then 
jump onto the staircase. Jump to the ledge on the left and walk 
left until you find the Frog. You know what to do with friendly 
creatures by now. Hop to the right and back onto the staircase. 
Hop up to the tunnel with gray bricks. Stay alert for the Snails. 


Jump into the tunnel and go to 
the left. There are two pesky Bats 
in this tunnel. Do a small hop to 
pop them out of the air. The first 

key is at the end of the tunnel. 


Crawl right and back out of the tunnel. Jump over to the 
stairs and climb them until you reach the top! Walk to the right 
and you'll find a hole leading down. 
Take the First Aid Kit above the hole 
before you descend. 

When you fall into the tunnel, go left 
and fall down a level, then jump to the 
ledge above the plate-spinning Monkey! 
You'll be attacked.by Bats during the 
walk. Jump to the Kit, then fall off the 
ledge to the right and enter the hole 
between the Monkeys. 


As soon as you land, shed your 
Frog skin and walk to the left. Fall 
down the pit and you'll land on a 
First Aid Kit! Now go to the right. 
Run past the two weights to the 
Lizard. Do that feeding thing and 
take your reptilian pal past the 
weights to the left. Keep going to the left until you reach a 
brown wall. Jump onto the wall and crawl up until you reach 
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the ledge with the 1-Up. Jump off thewall to get the 1-Up, then 
climb up the next wall to get the key. 

Climb down, around and up the pit you fell down. Stay on 
the left side of the pit. At the top, go to the left until you reach 
the Hornet. Bye-bye Lizard. Fly to the right, over the pit, and out 
of this area. 

Fly up through the Monkeys and Bats and to the gray 
tunnel. Use your stinger against the Bats; it works great! Exit the 
gray tunnel and fly up to the chandelier. There’s a key above 
and left of the marvelous glass construction. Fly up to get it. 

Now you get to fly- 
hop from ledge to ledge as 
you move to the left. Take a 
pause on each ledge to let 
your wings rest. Finally, 
you'll reach a huge green 
door. The next key is on a 
ledge to the left of the door. 

Fly up above the door 
and enter the gray tunnel. 
Buzz to the right until you reach a tunnel leading up. Zoom up 
into the tunnel, then go to the right. Avoid the weights. At the 
end of the tunnel is a First Aid Kit and the fifth key! 

Go left and down 
out of this tunnel. Now 
fly to the left and keep 
going until you reach a 
wall. There will be a 
tunnel leading up. 
Zoom up into it. Go 
right, past the weights, 
to meet your newest friendly creature, the Mouse! De-Hornetize 
and feed the Mouse. Touch him and you're rodent-riding! 

Move to the left and exit the 
tunnel. Fall down to the brown 
ledge. Here's the most challenging 
task of the level. Start moving to the 
right. Use the Mouse's hammer to 
smash the eggs of the evil Eagles 
that fly from.right to left. You can 
even try to knock the Eagles out of 
the sky, but it's risky and they Ẹ 
usually get you before you get them. 


Fly to the ledge and take the key. 
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With skill, you'll make it to a wall of 
small gray blocks. Use the hammer to 
smash through the wall. Jump upward 
and swing the hammer to get all the 
blocks out of the way. Pass under the 
key (you'll be coming back for it) and 
smash the next pile of blocks until you 
reveal the hole leading down through 
the ledge. Fall through the hole and 
move to the left. Get off the Mouse and 
feed the Hornet. Time to take to the air! : 

Fly back up through the hole and grab the key at the left, 
then fly to the right, past the hole. A Monkey is guarding the 
last key, Shoot him with your " 
stinger until he goes flying. I 


Take the last key and go back 
down the hole. Fly to the right 
and you'll find the door next to 

Nemo's bed! 


Dream Six: Cloud Ruins 


Oh, no. Another doofus. A ruined city in the clouds? No, 
really? Oh, well. It's worth putting up with dummies to have 
good dreams again. 


Start going to 
the right. Jump 
from house to 
house and watch 
out for the 
Float-Fiends. 


You'll reach three cloud platforms. Jump from platform to 
platform to get across to the next building, which has a Hornet 
walking on it! Feed the Hornet, touch him, and zoom over to the 
right until you see a stationary cloud platform. 
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Fly to the platform and the screen 
will start to scroll upward! Now you 
have to quickly fly from cloud to cloud 
while dodging the egg-dropping black 
Vultures. You can shoot them, but 
concentrate on flying first. 

When you reach a long cloud, 
you've reached the Cloud Ruins! The 
screen will stop scrolling. Fly to the 
right until you reach a Frog. 


Become the Frog and hop left and up until you're on top of the 
gray building. Crawl to the right to find the Lizard. Become 
the Lizard and crawl left and down off the roof. 


Fall through one of the holes in the pink building's roof and 

start jumping to the right. You'll come to a tight squeeze that 

n only the Lizard can pass. Lucky you’re 

riding him! Become Nemo after you go 

through the passage and jump up. Walk 
right and leap onto the cloud platform. 

Now the screen will start to scroll 
down! You have to jump from cloud to 
cloud again. Stay as 
high on the screen 
as you can to give 
yourself the most 
time to make jumps. The Float-Fiends may E 
get you once or twice, but don't worry 
about them; there's nothing you can do 
about them anyway! 

When the screen stops scrolling, 
you're almost home free. Jump to the 
right, over a few clouds and houses, and you'll see a line of 
keys! Walk to the right and you'll fall from ledge to ledge, 
getting all of them. Move into the door and you've finished! 
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Dream Seven: Topsy-Turvy 
Start jumping to the right. Keep 
going past the green ledges leading 
up, and you'll find a key on the final 
brick ledge. Now jump left back to 
the green ledges and jump up. 

Go to the left and feed the 
Frog. You must be immune to 
getting warts by now! When you 
become the Frog, leap up and left to get the second key. Then 
hop along the top ledges until you reach the brown area. Jump 
onto the slanting ledge and walk down until you get to the 
ledge with the Hornet. Feed him and touch him, then fly to the 
right until you reach the two Monkeys. The lower one guards a 
Healing Potion, while the upper one guards a key. Sting them 
both and take the goodies. 

Fly up to the roof. There are two holes leading up; use the 
left one. When you enter the next screen, you'll see a Mouse on 
the ledge, but don't go to him yet. Instead, fly straight up to get 
a key, then drop back down to the Mouse. Change from Hornet 
to Nemo to Mouse and leap over to the wall on the right. 

You're guaranteed to be hit by one Float-Fiend as you go 
up, but it's okay for now. Keep climbing until you reach a 
wall of small brown blocks. 


Use your hammer to bust through. The Float-Fiends will still be 
dropping at you; perch on one edge of the ledge until the Fiend 
starts falling straight, then run to the other side of the ledge and 
let him fall by. The faster you get through the wall, the better! 
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Pass through the broken wall and fall down through the hole. 
You'll fall a long way and land near a Frog. Get off the Mouse and 
get into the Frog. Crawl to the left, under the ledge, and jump up to 
get the key. Sometimes there's a Monkey on the ledge, and 
sometimes there isn't, but if you jump quickly, it won't matter. 

Crawl to the right until 
you reach a bubbly-looking 
wall. Do a small jump onto the 
wall, and crawl right to fall into 
the tunnel behind it. Go right 
and take the 1-Up and First 
Aid Kit! Jump out of the tunnel 
and return to the ledge where 
you first found the Frog. Now jump up and right from ledge to 
ledge until you reach the Hornet. Use your handy candy! 

Stay at the top of the screen and fly 
right until you find two holes close together 
in the roof. Go up into the left one first for a 
1-Up, then go up into the right one for a key. 


Soar to the right and wind through the 
twisty passage. Keep flying to the right, 
near the roof, until you reach the door! 
You'll still need one more key. It's below the 
ledge that the door is on! 


To get the last key, fall off 
the ledge and don't start flying 
until you're just below the 
ledge. Buzz to the right, get the 
key, go left again, and fly back 


up to the ledge. You've got to be 
quick! With the last key, you'll 
make it into Slumberland! 

Princess Camille will tell you 
what's going on, and give you a 
morning star to fight the Nightmare 
King. It's time for the last Dream! 
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Dream Eight: Nightmare Land 


Section One 

You've got a few new abilities, so experiment with them now to 
get a feel for them. Hit Select and look at the right side of your 
status bar. By hitting Select you toggle between candy and the 
Morning Star. Toggle to the Morning Star. 

Now hit A quickly. Nemo swings the Star like a club. Nice, but 
it gets better. Hold down A. The Star will start to build up power, 
as shown by the Beam bar increasing. Let the bar fill up and 
release the button. A huge ball of energy shoots out of the Star! 

Experiment until you’re familiar 
with the new controls, then toggle to 
candy and start walking to the right. 
Feed and ride the Lizard. Slither to the 
right, up the cliff and through the spike- 
laden tunnel. There are three small 
platforms here. Don’t jump off the last, 
tall platform; just walk off of it and hold 
the controller right to land on the ledge. 
If you jump, you'll hit the spikes. 


Walk up and over the 
Lizard to the lava pits. The lava 
plumes aren’t deadly, but they 
hurt you. Time your run past 
them. Past them is a tree. Climb 
quickly from branch to branch 
or you'll be hit by falling Frogs. 
When you reach the top, leap 
over to the ledge on the right. 

Leap over the next lava pit. When you reach the other side, 
turn back into Nemo and toggle to the Morning Star. Run to the 
middle of the screen, face to the right, and hold down A to start 
charging the Star. The Nightmare King will send his first 
Nightmare Boss—a huge Penguin? 
That's not scary! Maybe the Nightmare 
King isn't so smart after all. 

Here's how to take out the 
Penguin. As soon as he flies from the 
top of the screen, face in his direction 
and immediately hold down A to 
power up the Star. When the Beam 
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Section Two 

Yikes! Look at the size of that 
Alligator! Don’t fall into the water, 
or you'll be his next meal. Jump 
above him onto the small ledges, 
then leap left onto the ledge going 
uphill. Watch out for the fire 
plume at the top of the hill! Start 
jumping right from ledge to ledge 
until you reach the Lizard. Feed 
him, because you need him! 


bar fills up, release the button 
to blast the Penguin. He'll 
shoot anywhere from one to 
three little penguins at you 
while bubbles fall from the 
top of the screen. Dodge the 
bubbles and club the little 
penguins. Stand in the 
middle of the screen and get 
ready to repeat the attack. It 
takes six full-power Star 
shots to defeat the Penguin 
and move on to the next part 
of Nightmare Land. 


Steer the lizard to the left and 
toward the brown wall. There are 
fire plumes along the length of the 
wall. Watch where the plumes come 
out so that you can find safe places 
to stand in between fire blasts. 


When you're ready, jump onto the wall and climb over it 
and to the left. There's a Frog above you, but you won't get to 
him for a while yet! Ride the Lizard to the right along the ledges. 
The ledges will lead right, up and around through more fire 
plumes. Timing is absolutely critical! 


160 


Little Nemo 


At last, you'll reach a small 
ledge to the right of the large 
brown wall and to the left of the 
small brown ledge. Stand on the 
left side of the ledge and leap to 
the left as high as you can. If you 
jump accurately, you'll land on a 
small ledge below the Frog! Turn 
into Nemo and feed the Frog. Touch the 
Frog and crawl to the right to fall onto 
the blue ledge. 

Now you have to retrace the path 
you took as the Lizard, going right, up 
and left, all the way back to the ledge 
where you leaped to the Frog. When 
you reach the ledge this time, don't 
jump to the left. Jump up and right onto 
the brown ledge. When you land on it, 
turn into Nemo and walk to the right, 
past the spikes and to the next section. 


Section Three 

The roof in this part of Nightmare Land is covered with spikes 
and bounces up and down. Move very slowly to the right when 
the spikes raise, and duck when they start to lower down. Don't 
stand on any ledge that gets touched by the spikes, or you'll lose 
a life even if you're ducking. 

When you reach the pond, you don't TIEFE 
have to jump on the blue ledges. Try jumping L Pre 
into the water and swimming down off the 
screen! You can still swim left and right, and 
the Alligator can't get you. You will have to Ww 
jump onto the last blue ledge so you can get d 


out of the water, so wait until the ‘Gator goes = 
to the left before you swim up to do this. aS 
There will be another dry section and 
another pond before you pass all the spikes and move into the 
chamber of the second Nightmare Boss! Stay directly in the 
middle of the screen and get ready to react instantly. 
The Boss will fly onto the screen. It’s a huge manta ray! Use 
the Star to shoot it as it floats around the screen, but stay away 


from its fiery bombs. If it leaves the screen, get ready to dodge 
its rapid attacks. 
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It will fly at you either 
diagonally or horizontally. 
If it attacks diagonally, 
walk quickly to the 
opposite side of the one it’s 
attacking from. If it 
attacks horizontally, jump 
over it as it flies at you. Be 
sure to return to the middle 
of the screen to dodge the 
next attack. 

If the manta flies onto the 
screen slowly, you'll have 
time to shoot it again. Just 
keep dodging and getting 
your shots in and the 
manta will be nothing but 
a bad dream... 


Section Four 
Move to the right, jumping across the ledges. They’re widely 
spaced, so jump for distance! When you're attacked by Army 
Ant, you're close to the entrance to 
the tunnel. Go inside and get past 
the weights and lava pits. Follow 
the tunnel down and you'll find 
the Lizard. Feed and ride, then go 
back left and jump up to the high 
part of the tunnel. You won't be 
able to make it without the 
Lizard's gripping power. 

At the end of this tunnel, you'll find a Hornet. Be the bee and 
fly left until you exit the tunnel back outside. Fly up to the small 
ledge next to the wall. The Mouse 
is on a ledge above you. Wait 
until he moves to the left side of 
the ledge, then quickly fly to the 
right side of the ledge, turn into | 
Nemo, and feed the Mouse 
before he bumps into you and 
causes damage. 
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When you're riding the Mouse, 
jump to the right and onto the wall. 
Climb all the way up and start 
walking to the right. You have to leap 
past a plethora of putrid plumes of 
lava. The best technique is to wait 
until both plumes in a pit go off at the 
same time, and then leap over the pit. 
If they aren't going off at the same 
time, leap just after the left plume goes 
off. Soon, you'll pass the pits into... 


Section Five 
Explore all of the blue ledges. You should find three 1-Ups and 
two First Aid Kits! Once you have all the eere: go down and 


right until you reach the pond 
next to the brown ledge leading 
off the right side of the screen. 
When the Mouse falls into the 
water, change into Nemo f 
quickly, because the Mouse can't 
swim! Jump up to the ledge and 
walk to the right. 

Jump up the stair-like ledges and fall off to the right. Time to 
show your stuff, because the Nightmare King is coming! See The 
Secrets if you're too sleepy to defeat him. Sweet dreams! 


SHH... THE SECRETS 


Defeating the Nightmare King 


The Nightmare King 
has two attacks. The 
first attack is a red blob 
of jelly that floats 
around the screen. As 
soon as you destroy it, 
the King spits out 
another one. Shoot it if 
it gets too close, but 
otherwise avoid it. 

The King's other 
attack is his laser fire. When the King stops moving left and 
right, he's getting ready to shoot. Run to the left side of the 
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screen and get ready to 
jump over the first beam 
he shoots. The other 
beams should miss you 
unless the King is very 
close to you. 

* Keep firing full- 
power shots at the King, and keep dodging his attacks. He'll 
take an incredible amount of punishment. Beat him and you'll 
never have bad dreams again! 


Level Select 


On the title screen, press Up, Select, Left, Right A, A, and B. A 
new option, Dream Select, will appear on the screen. Choose 
Dream Select and then press A to select the dream you want. 
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Distributor: Konami 
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WHAT’S GOING ON? 

With his faithful companion Tonto, and his white steed Silver, 
the daring and resourceful Masked Rider of the Plains led the 
fight for law and order in the Old West. Return with us now to 
those thrilling days of yesteryear on a fiery horse with the speed 
of a silver bullet, a cloud of dust and a hearty “Hi ho Silver!” 
The Lone Ranger rides again! 


PLAYERS 


The Lone Ranger rides alone, partner. One player only. 


SCORING 


The fight for law and order isn’t rewarded with points, cowboy. 
You're just trying to make the Old West a safer place by 
defeating the varmints in all eight levels. 
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LIVES AND CONTINUES 


The Lone Ranger has only one life, and a Life Meter. Every time 
the Masked Man is hit, the Life Meter decreases. If the Life 
Meter runs out, the Lone Ranger is a Gone Ranger. 

If the Masked Man dies on a level, he can continue, but he 
has to start from the beginning of the level, and he'll have to do 
everything over again. 

When Lone Ranger completes a level, he receives a 
password from Tonto that will let him start at the beginning of 
the next level with whatever supplies and money he had earned 
up to that point. 


CONTROLS 


Move Lone Ranger Pause Jump 
Talk 


Switch Weapon Shoot Gun 
Throw Punch 


WEAPONS 


The Masked Man starts out with a Short-Barreled Gun and a 
small supply of Standard and Silver Bullets. He can purchase 
better guns and more ammunition as he collects money. 


The Short-Barreled Gun is Lone Ranger’s weapon at the 
start of the game. It has the shortest range of any Gun. 

The Medium-Barreled Gun has a longer range than the 
Short-Barreled Gun. 

The Long-Barreled Gun is the best gun to have. Its range 
is incredible. 

Standard Bullets are the cheapest and most common 
ammunition. They take down most of the lesser goons, 
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but some of the stronger foes take two or more Standard 
Bullets before they die. Each Standard Bullet you buy is 
actually a chamber full of six bullets. 

Silver Bullets are twice the cost of Standard Bullets, but 
they take almost any enemy down with only one shot. You 
get six bullets per purchase, just like the Standard Bullets. 
TNT is for miners to blast through the mountains to look 
for gold, but you can use it for a simpler purpose—to 
blow away bad guys! 


SPECIAL ITEMS 
Me Tonto. Will tell about Special Items. Only three to get. 


Bullet Rounds are six shots of 
Standard ammo. Dropped by outlaws 
when you shoot ‘em. You get them, 
kemosabe. 

Hearts recharge Life Meter. Find Hearts 
when gun down some bad men. 
Money Bags worth from $5 to $25. 
Every person you defeat drop Money Bag. Shoot and punch 
many bad men, get many Money Bags. 


FRIENDS 


There are four locations with friendly folk inside. Not every 
town has every location, so you'll have to search around to find 
them all. 


The Doctor will recharge your Life Meter, but he’ll charge 
you for it. 

The Firing Range lets you test your skill shooting at bottles. 
If you can hit every bottle, you win $50! 

The Gunshop sells Guns and Bullets, along with TNT. 

The Sheriff almost always has something useful to tell you. 


ENEMIES 


You'll bump into lots of outlaws on your way through the 
Old West. Most of them have the brains of a mule, so you 
won't need to concern yourself with them. Every level does 
have at least one Boss looking to put a permanent end to the 
story of the Lone Ranger. See the sections on each Level to 
find out who! 
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STRATEGY SESSION 


General Strategies 


Tonto again. Me give you strategies. 

First figure out how to make money. Will need much cash to 
buy supplies. Must build up your funds often. Three ways to 
make money. 

First way is go to Shooting Range. To win, must shoot 18 
bottles. Bottles come in three waves of six bottles. Only have 18 
bullets. You miss, you no make $50. Will make $1 for every 
bottle you shoot, though, so hit many bottles, Masked Man. 

Second, kemosabe, keep circling around town, shooting 
outlaws for Money Bags. This is slow, but can make good money. 


Third way is find gz Z 
building with poker player ‘z e - 
and gamble with him. This is 3 D 
most fun way to make money, STRAIGHT 
but too slow. Can only make I = re d E 
$10 per hand you win. D p p p 
Smarter to go to Firing Range. SFL 

You know how make 
money. Now must decide what controller will use. If have 
Zapper light gun or LaserScope, can use it instead of controller 
for certain sequences. However, Tonto find that often better just 
to use controller. Not have to keep switching between Zapper 
and control pad, and can aim better with controller using 
crosshair on screen. When use Zapper, no crosshair. Tonto know 
everyone has personal preference. Merely making suggestion. 


EPISODE ONE 


When you start this 
Level, you don’t have 
Silver with you! Tonto 
says that he was seen 
in Tucson, so walk 
West into town. 
There are a few 
lovely ladies wan- 
dering around the 
entrance to the town. 
You can talk to them 
by walking up next to 
them and pressing A, 


The Lone Ranger 


but they never have anything useful 
to say (one of them will tell you the 
name of the town you're in). You're 
better off ignoring them. 


Whatever you do, don't shoot or punch 
one! Your Life Meter will take a huge 
drop, and you'll lose half of your money! 


Walk East until you reach the Gunshop. An outlaw is 
hiding on the left side of the shop. Shoot him or punch him. Be 
sure to grab the Money Bag he drops. If you plan to shoot the 
outlaws in each town, 
only use Standard 
Bullets. Using Silver 
Bullets on them is a 
waste of money. 

Once you've beat- 
en the outlaw, go into 
the Gunshop. Buy 
yourself a few rounds 
of Standard Bullets 
and exit. Now walk East and South until you reach an outlaw 
next to a house. Dispose of the lawbreaking louse and go into 
the house. The person inside tells you that someone in the town 
has a reliable tip. Who could it be? 

Leave the house and walk West to the next house. Go inside. 
This is the person with the tip! She'll tell you that Silver’s now 
on the other side of the river. 

Leave Tucson. Walk down the road until you reach the 
river. You should see Silver standing on the opposite bank, but 
you can't cross the bridge! To find out why, walk into the 
house East of the bridge. Walk East through the yard and go 
into the house. Listen to the person inside and he'll tell you 
that you need a letter from the 
sheriff of Dodge City. 

Leave the house and yard. Walk 
to Dodge City and enter the town. 
Walk West to the Sheriff's building 
and go inside. He'll give you the 
letter, but not until you take out the 
bandits. Sounds fair! Leave his 
building and leave the town. 


169 


Nintendo Games Secrets 2 


Before you take on 
the outlaws, you need | 
TNT. You won’t have 
much money, so earn 
some. Walk up to Carson 
City and enter town. 
Enter the building next to 
the entrance. This is the 
Firing Range! If you can blast all the bottles, you'll earn $40 (the 
$50 reward minus the $10 you pay to try). 

Keep entering the Range over and over until you have about 
$200. Then walk to the Gunshop in town and buy yourself 4 or 5 
sticks of dynamite. You'll need them, partner! 


~ 


It's time for the showdown. 
Leave town and walk to the 
craggy mountain. On the way 
there, you have to walk into 
one of the grey bandits 
roaming the road. You'll have 
to fight through a small 
ambush of outlaws before you 
can continue. 


The ambushes come in two different types. In the first type, 
you have to pas through a narrow canyon. In the second type 
you're attacked on a flat plain. If you get the plain, you can run 
past the bandits! Just move all the way to the left side of the 
Screen and run straight down. No one will be able to hit you! 

Once you're past the bandits, walk to the mountain and walk 
into the flashing star. You'll go to a side-view of the mountain. 
Start walking to the right and you'll spot your first outlaw. Plug 
‘im with your trusty six-shooter. Keep walking to the right. Jump 
onto the ledges if you want, or stay on the ground. 

Soon, you'll spot a man 
holding a huge boulder. 
Jump up to him and shoot 
him. If you try to pass 
underneath him, he'll lob a 
boulder at you so quickly 
that it's almost impossible 
to dodge it. 
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Once you shoot the boulder-thrower, try hopping down a ledge 
by holding the controller down and pressing A. The Masked Man 
will drop down to the next ledge. Drop back down to the ground 
and keep going to the right. Walk underneath the solid wall. 

When you reach the next solid wall, jump up its ledges and 
jump onto the ledge leading to the left. Keep going until you reach 
another solid wall with steplike ledges. Jump up. Follow this 
winding mountain path, gunning down the rascals in your way. 

You'll come to a small solid wall at the end of a grassy ledge. 
Jump over the wall and walk right to appear in a new area. 


The music's changed do a more dramatic tune. You're about to fight the 
Boss of the outlaws! Ready your TNT by hitting Select until it appears 
on the screen. Walk to the right until you spot the pudgy feller. Lob a 
stick of TNT at him and get ready to dodge his bullets. Stay ducked 
and they should go over you while the stick of dynamite blows up! 


When you run out of TNT, switch to your Silver Bullets and 
start firing away until the Boss is down and out. You've won, 
Masked Rider! It won't get any easier... 

When you reappear on the overhead view, all the grey 
bandits will be gone! Walk back to Dodge City and go back to 
the Sheriff to get your letter. Then return to the man next to the 
bridge. Talk to him and he'll lower the bridge for you. Leave his 
house and you'll walk across to be reunited with your faithful 
stallion! Hi ho Silver, away! 


AND NOW A WORD FROM 
OUR SPONSOR 


Hello. I'm the Lone Ranger. You 
know, I make my living with my 
hands. I'm not the fastest draw west 
of the Pecos for nothing. But what 
do I do if my hands are sore? I can't 
just stop a gunfight in mid-draw to 
put on some Ben-Gay! 
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I use the LaserScope. The LaserScope allows me to aim and 
fire my guns by using my head! I just look into the LaserScope’s 
Optical Tracking Lens and shoot with the Voice Command Fire 
Control. Best of all, when I’m home for the evening, I can use the 
LaserScope with any NES game that 
requires the Zapper Light Gun! 

Take it from the Long Ranger, partner. 
If you want to shoot with the best, you 
want the LaserScope from Konami. 

Tonto like too! 


EPISODE TWO 


Tonto will tell you of the rumors of Spanish treasure in the 
area. When he finishes, a man will appear on the road. Gallop 
up to him and he will give you a piece of the plate which is 
needed to find the treasure! He also gives you the location of 
the other two pieces. 

Ride to the West Cave and go inside. You'll enter a new 
sequence. You can walk forward by pressing Up. Try turning 
around by holding down A and pressing left or right. You can 
turn 180 degrees by pressing A and Down. 

Once you get 
familiar with the 
controls, start mov- 
ing into the Cave. 
Switch to your Stand- 
ard Bullets. Use the 
map to find your 
way, and look at the 
compass to make 
sure you're going in 
the right direction. 
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At certain places in the Cave, you'll be attacked by gun- 
toting greenhorns! If you're using the Zapper or LaserScope, 
now’s the time to use it! If you’re using the controller, aim the 
crosshair with the controller and press B to fire. 
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There are two kinds of attackers. The first kind is the easiest to beat. 
He runs onto the screen and stands there, readying his aim. Shoot him 
before he shoots you! The second type throws deadly weapons at you. 
You may have a stick of TNT or a sharp knife hurled your way! Shoot 

them out of the air before they hit you. 


At the end of the Cave, you'll find the second piece of the 
plate. When you take the plate, you'll appear back outside. If 
you've been shot up inside the Cave, ride to Clearwater and see 
the Doctor. His fee's modest. You can also stop at the Gunshop if 
you need to. Buy some Silver bullets and a few sticks of TNT. 
When you're done shopping, head West to the mountain. 

This mountain maze of ledges is similar to the one in Level 
One. Jump from acm to ledge and plug the bad guys! You'll 
need to pull off some tricky jumps this 
time, however. The Lone Ranger can 
survive a fall, no matter how high, so 
don't worry about jumping too late. 

The ledges lead to a hole between 
two stone walls. A blue outlaw lobs 
sticks of TNT at you from the second 
wall! Shoot him and he'll leave behind 
a Heart. Leap up to his wall. If you fall 
into the hole, you'll have to climb all 
the way back up here. Be careful! 
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When you climb all way down to the grassy ledge, walk to 
the right until you meet the Boss. This Boss is deadlier than the 
first one. He throws 
knives and is fast on 
his feet. Use your 
TNT on him, then 
start shooting with 
the Silver. Wear him 
out until he drops. 

You've got all three pieces of the plate now. Ride to 
Clearwater and walk all the way to the end of the village. The 
last house is where the village senior lives. The senior is the man 
you met on the road. He'll put together the pieces of the plate 
and tell you where the treasure is; in the East Cave. Stop at the 
Doctor and Gunshop to stock up, then leave town. 

Ride to the East Cave and trot inside. Start walking to the 
West. From here, the cave will lead to the treasure. There will 
be a few twists and 
turns, but you won't 
ever stray far from the 
correct path. 

You can use a new 
trick in this cave. When 
someone starts shooting 
at you, hide behind a rock 
and let them fire at you. 


After six shots, they'll stop firing, 
because they have to reload their 
weapon! Run up to them and strike 
before they start shooting again. 

At the end of the cave, you'll 
find the legendary treasure! When 
you're back outside the cave, ride 
back to Clearwater and present the 
treasure to the village senior. This 
episode's a wrap, Masked Man! 
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EPISODE THREE 


Laredo ESS Albequerque 


Tonto here. Give you 
guide to Level Three. 
Listen carefully. Tonto not 
like to repeat himself. 

Gallop West into gray 
bandits. Don’t get shot. 
Very painful. Once 
through bandits, walk 
West to El Paso. Go to 
Gunshop and buy Middle 
-Barreled Gun. If not have 
money, earn by beating up outlaws or riding all the way back to 
Shooting Range in Carson City. Long ride, though. Boring too. 

Once have new gun, walk into x 
houses around town. People inside 
will act strange, as if scared. Walk into 
few houses and then leave town. 
Gallop toward Albequerque until told 
by me that townspeople seem scared. - 
Go back to El Paso. Now walk to Sheriff. He explain why people 
scared. When done with Sheriff, walk South in town until reach 
Bank. Go inside. Teller give location of bandit hideout. 

Leave El Paso and go South to Walnut Grove. Get past 
bandits and enter town. Walk East and North to reach building 
with Boss. Go quickly into door, or boulder smash Lone Ranger. 

Now in abandoned church. Walk right. Shoot men on crates 
and leap over them. Jump onto ledges as you walk right. Will 
find this similar to mountain sequence. When reach stairs, press 
Up and walk up to next floor of church. 

This floor tricky. Can't shoot boulder-thrower. Trick is wait 
until he throw three boulders, then run past him. 

Will reach third floor. Blue rifleman East of stairs. Shoot him 
to get Heart. When charged up, go East to stairs and climb up to 
fourth floor and Boss. 


EE Walnut Grove 


Switch to Silver bullets and start 
shooting. Drive Boss West to wall. 
Now keep shooting him. If have TNT, 
lob it and start shooting again before 
Boss can jump away. Will take many 
hits, but Boss bad man. He not win. 
Two Bosses left, kemosabe. 
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Leave Walnut Grove and go North to Albequerque. Once in 
town, walk North to hotel. Not go inside yet. Walk to house just 
West of hotel. Talk to person inside. Will tell you that Boss is in 
hotel. Now walk into hotel. Talk to manager. She warn about Boss. 


Use map of Hotel to 
go through. Shoot 
bandits as did in West 
Cave back in Level 
Two. When reach 
Boss’ room, go inside. 


Before Boss, must shoot his 
hirelings. Rotate around in room to 
shoot them. When shoot all bandits, 
face North. Boss appear behind crates. 

Boss come out from behind 
crates, throw two TNT, duck again. 
Shoot Boss when appears. Use Silver 
Bullets. Do most damage. Hit enough, 
you win. One Boss left, kemosabe. 

Leave Albequerque and go El Paso. See (Doctor Gf ned) end 
Gunshop. Get Silver Bullets. Will need them to fight way to last 
Boss. When ready, go to Laredo. Enter first house next to 
entrance. Person inside say there is trouble at train station. Walk 
North to station and talk to man. He will want you to defeat 
Boss. Take train to Silver City. On train, switch to Silver ammo. 

Many gunmen on the 
train. Stay hidden behind 
crates and let gunmen fire 
all bullets. When they 
reload, shoot them. Move 
slowly and take time. 
Watch out for middle of 
train. Gunmen attack 
from both sides. Shoot 
them with Silver bullets. 

When reach end of train, you next to coal cart. Walk right 
toward ladies until Boss appears. He start shooting at you. 
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Walk back to left and lead Boss to the left until edge of coal cart is at 
right edge of screen. Now shoot Boss. Not have to worry about hitting 
passengers now. Stay at top of screen when Boss shoots, then duck 
down under his bullets. 


When third Boss beaten, Episode is over. Everywhere they 
ask “Who was that masked man?” We ride on. 


EPISODE FOUR 


Tonto observes what a strange 
place you're in. He's right. Gallop 
West into the station and you'll be 
captured by two burly outlaws! 
After pacing ir jail for a while, 
Tonto will set you free and give 
you some bad news: a person 
dressed like you has been robbing 
people! Now you have to clean 
up your muddied reputation! 
ind You'll end up outside of the 
‘ Sheriff’s office in Silver City. 
L Walk West and leave the town. 
Don't try to buy anything at the Gunshop, because the owner 
thinks you're the impostor and will refuse. Once you're outside 
of town, switch to Standard Bullets and gallop quickly North. 
You'll run into a bandit on horseback! 


Look at the box at the bottom of 
the screen and turn toward the 
flashing sections to shoot the bad 
guys mounted on horses. The 
outlaws in front of you or behind 
you will drop Standard Bullets, 
Hearts, and Money Bags. The ones 
that attack from the sides don't 
drop anything! 
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When you've gunned your way through the outlaws, you'll 
appear on the map again. Ride into Amarillo. You'll see the 
impostor! He'll run away off 
the screen. Now that you've 
seen the impostor, you can 
buy supplies at the 
Gunshop or see the Doctor 
—but their prices will be 
twice what they normally 
are, so don't buy much. E 

Leave Amarillo when your shopping needs are taken care 
of. You'll wait out the daylight and darkness will fall. Start 
going North to Brownsville. You'll encounter at least two 
groups of bandits on horses. The faster you ride, the sooner 
you'll get to Brownsville. 

Okay, you'r in town. Walk North to the hideout of the impostor. 
If you run into outlaws, you're headed the right way. Remember to 
run into the hideout before you're beaned by a boulder! 

Walk right and climb up the stairs quickly so you aren't shot 
by the outlaws on the ledges. On the next floor, wait until the 
boulder-thrower has thrown three times before you run past to 
the left. Shoot the lone outlaw guarding the stairs and climb up. 

You're on the top floor now. 
Walk to the right and shoot as you 
go. Duck as you shoot, because 
some of the outlaws will be on 
crates, and their bullets won't hit 
you if you're crouched down. The MEZ 
next group of stairs leads down. |- : = 4 

At the next floor, walk left and go down again. This is the 
final floor! Walk to the right until you reach a wooden door. 
Push Up and you'll go through it. 


This is the impostor's room! 
Switch to Silver Bullets and walk 
to the right until he appears. Get 
ready for a wild gunfight! The 
impostor will fire a spray of 
bullets at you, pausing for a 
moment before firing again. Plug 
him with a bullet and dodge wildly. Keep shooting him, because 
you want to fill him full of lead before he does it to you! 

When the impostor falls, he'll tell you about Butch 
Cavendish's evil plot. Now you swear revenge on Butch! 
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Tonto says that the 
Indians here are peace- 
ful, but don’t take 
chances. Go to Browns- 
ville and buy a Long- 
Barreled Gun. If you 
don’t have enough 
money, make some! 

When you're packing the 
L| awesome iron, gallop 
North. An Indian will 
jump out of the moun- 
tains to attack you! 


In this sequence, you and the 
attacking Indians are on 
horseback. Stay at the left side of 
the screen, but not too close to 
the edge, and keep yourself on 
the highest ledge. If you position  Uzzzasssasssasicssuce toad 
yourself right, the Indians won't be able to hit you with their 
tomahawks and boulders. Get ready to shoot to the left, because 
an Indian or two might attack from that direction. You have to 
be quick on the draw! 

When you pass through the sequence, you'll appear back on 
the map. Go back to Brownsville to see the Doctor and 
Gunshop. You should only buy Silver Bullets from now on. Your 
enemies are very strong from here. 

Ride North again and you'll be attacked a second time. Use 
the same strategy as in the first attack. Tonto will tell you to see 
the chief. Run back to Brownsville if you need healing, then ride 
to the Chief's Village. 

The Indians are even fiercer now! They'll 
come out of hidden holes in the ground to 
ambush you! Walk slowly and steadily to the 

North. Stay as far away 


as you can from the 
Indians! Shoot them if 
they get too close. 

Walk out the North 


Walk up to him and press A. He will send 


$ end of the village and you'll find the Chief. 
you on a quest for a Rainbow Egg. Simple, 


179 


Nintendo Games Secrets 2 


right? Dream on! When the Chief's done talking, you'll appear 
back on the map. Make a run to Brownsville, then head for the 
craggy mountain. 

You start at ground level, with 
massive boulders dropping down on you. 


Start jumping up the ledges. Move quickly 
to avoid being whacked by a rock. Stick to 
the right side of the screen. When you reach 
the highest possible ledge on the right, wait 
until logs start tumbling down the middle 
of the mountain. Leap to a log, then quickly 
leap to the ledges on the left. 


Jump up to the top and walk across to the right. Use a 
falling log to leap over the chasm and to the right. Keep walking 
until you're attacked by an eagle! 


This eagle will fly onto the 
screen and then swoop down at 
you! Shoot it three times with 
Silver Bullets to kill it. Time 
your shots so that the eagle 
starts flapping before you hit it 
with a bullet. 


Just past the first eagle are some round 
ledges. Look closely at the one in the 
middle. It has a slighty green tinge. This 
ledge will collapse and fall when you 
step on it! Don't fall or you'll lose your 
life and have to start all over again! 


Keep jumping to the right, and keep an eye out for the green 
ledges. The eagles will get more aggressive now. Keep shooting 
them with your gun. You'll reach a flat part of the mountain. 
Walk to the right and get ready to shoot an attacking wolf! There 
are two wolves on the ledge. 

Follow the ledges up the face of the mountain, getting past 
the green ledges and eagles. Finally, you'll make it to the top of 
the mountain, and the nest of the bird that lays the Rainbow Eggs! 
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The bird is huge! When it 
swoops down, shoot it with a 
Silver Bullet. You can’t actually 
kill the bird; you can only stun 
it for a moment with your 
shots. Scamper to the right and 
jump up the ledges on the right 
side of the screen. Shoot at the bird whenever it gets close to you. 
Its talons will do heavy damage if they sink into ve 

The ledges on the right will take jg 
you up to the nest with the Rainbow 
Egg. Touch the Egg and you'll take it! 
You'll reappear back on the map. Ride 
back up to the Chief's Village. You'll be 
able to walk North through the Village 
without being attacked. Talk to the 
Chief and he will make peace with you! 


EPISODE SIX 


Tonto here, kemosabe. Will give guide to next level. 
Ride across bridge to Abilene. Clara in Abilene, you will 
want to see her. Very pretty. Walk North to Clara's house. Is one 


: with trees around 
LOOK KEMOSAHBEE- ic When wall: 


A THREAT FROM inside, no one 
BUTCH! home. When walk 
back outside, I 
find note! Clara’s 
been kidnapped! 
You must find 
out where she is. 
Leave town and 
ride to Pike’s Peak. 
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Enter town and walk North to bar, the 
large building with two roofs. Are three 
men inside. Walk over to man on right 
and talk to him. Will tell you to return to 
Mine Office in Abilene. Leave bar, leave 
Pike's Peak, go back to Abilene. Walk 
Southeast in town until find Mine Office. 
Watch for outlaw in front. 


Mine Office give directions to mine in northern mountain. 
Buy supplies at Gunshop if need, then leave town and go to 
northern mine. Walk inside. 


This mine very dan- 
gerous. Ninjas here throw 
Shuriken. Tonto not under- 
stand why Ninjas here. 
Maybe they looking for 
The Last Ninja. He in 
Nintendo Games Secrets 3. 


You can't duck the Shuriken. Jump over 
instead. Must use Silver Bullets 
throughout; Ninjas too strong for 
Standard Bullets. When pass first Ninja, 
stalactites fall from roof. Watch roof to 
dodge stalactites. Move quickly to right 
until stalactites stop falling. Shoot 
Ninja by stairs, climb down. 


Walk left, shooting attacking Ninjas and dodging stalactites. 
Fall off ledge to left. Shoot Ninja and walk to stairs on left. Walk 
down. Shoot people down here. Fire-bomber on bottom drops 
Heart when shot. Climb back up and walk right. Wait for blue 
platform to come from the right. Jump onto blue platform and 
ride right, them jump off. 

Walk down next set of stairs. Look out for Ninja below you. 
Fall off left side of ledge, face right, and shoot Ninja as you fall. 
Climb up stairs to get his Money Bag. Then leap into water. 
Stalactites back. Water slows down Masked Man, so be very 
careful. Maybe jump through the water, move faster. 


182 


The Lone Ranger 


Shoot Ninjas on ledges 
in water. When reach 
stairs, climb up. 


Almost last floor. Walk right and 
shoot attacking Ninjas. Will reach final 
stairs. Climb up. Now in the Boss’ 
chamber. Walk left onto first step, then 
jump up and shoot diagonally. You'll 
knock the Boss off the roof with bullet. 


If miss Boss, climb 
down stairs and then 
come back, try again. k 

Once Boss on ground, keep shooting -— The Boss' 
Shuriken won't hit you. When beat Boss, he tell you where Clara 
is. At their hideout! 

Ride to Abilene and get supplies, then go to hideout. Lots 
more Ninjas in here! Walk to right and go up the ledges. Shoot 
Ninja on the top ledge first, kemosabe. Jump onto blue platform 
and let it go right and left. Jump onto next blue platform when 
going right again. Ride across to the ledge. 

Walk to right over crates. Then come to 
large chandeliers in the roof. Chandeliers 
come down, try to smash you. Run past 
chandelier when it going back into ceiling. Go 
down the stairs just 
d past last chande- 
lier. Shoot fire- 
bomber for Heart 
and climb back up. 

Go right until you see green Ninja. 
Shoot up at him. Now a roof-climbing 
Ninja attack! Shoot Ninja off roof 
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before he shoot at you! He last real threat. Keep going to right 
until you reach door. Go through door to face second Boss! 

This Boss has 
evil magic to split 
into three! Wait until 
green Bosses attack, 
then shoot silver 
bullet through green 
Bosses to hit purple 
Boss. Purple Boss is 


real Boss. Keep shoot- 
ing until purple Boss 
is defeated. He will 
tell you that Clara is 
off to San Jacinto! 

Back on map, 
start riding East 
immediately. You'll 
be chased by horse- 
riding bandits. They will catch up close to San Jacinto. Shoot 
through them and ride toward San Jacinto again as soon as back 
on map. If fast, will only have to fight bandits once. 

Once in town, walk North to visit Doctor and Gunshop. 
Buy many Silver Bullets. Then go South to find hideout. The 
more outlaws you run into, the closer you are getting. Will 
also be able to pick up two Hearts on way to building by 
shooting TNT throwers. 

Now in building. Walk left to climb up 
stairs, then go to right. Shoot any Ninja that 
gets in your way. Finally, will reach wall 
and stairs going down. Blue Ninja next to 
wall drops Heart when shot. You can 
recharge by shooting Ninja, taking Heart, 
climbing down stairs and climbing back 
up. Blue Ninja will reappear for you to 
shoot again! 

Once done recharging, climb down 
stairs and walk to right. Many stalactites, 
few Ninjas. Will reach stairs going up 
quickly. Go right until reach blue platforms 
going in a circle! Jump across onto one of 
the platforms. Shoot up to knock out roof-climbing Ninja. Must 
jump across three pairs of platforms before you reach the ledge. 
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Walk to right, past chandeliers 
and Ninjas, until reach door. Go 
inside. This is final Boss! Start 
shooting and walk to left to drive 
Boss back up to wall. Then keep 
firing with bullets. Get ready to be 
dodge his Shuriken. If he jumps to 
right, follow him and keep 
shooting. When you defeat Boss, 
you'll free Clara. 


EPISODE SEVEN 


At the start of the 
level, ride to the right 
and you'll talk to the 
eft For man lying on the 
igus? y ground. He’s a de- 
Bm Right Fort- | feated U.S. Cavalry- 
fa ne m man. He'll tell you 
- what's going on inside 
the fort. Once you're 
done talking, go back 
to San Jacinto to buy 
supplies, then head 
for the front gate. 

Shoot the fake Cavalrymen as you walk North. There are 
four of them to plug. Watch out for the small mines. They'll 
blow you to kingdom come if you walk on one! 

When you get close to the gate, a 
Gatling gun will start firing at you! Run 
down the screen until it stops firing. Then 
charge back up, firing bullets to hit the 
man behind the gun. 


Once he's down, walk up to the gun and 
you'll get behind it! Hold down the B button 
to unleash a spray of bullets at the charging 

Cavalry! The more you shoot, the more 

Money Bags they'll leave behind. If a 
Cavalryman reaches the gun, you'll be hurt 
and the gun will disappear. 
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When you’ve mowed down enough men (or when they stop 
coming), press A to stop using the gun. Run to pick up the 
Money Bags, then walk North and off the screen. You’ve busted 
through the gate! 


Go into the left fort first. Walk North. 
Here's another Gatling gun! Shoot the man 
behind it and gun down some more men for 

Money Bags. Grab the dough and head 
North. The path will turn East, then South 
through some spiky fields. Keep walking 
quickly. Don’t get hit by a Cannonball, or 
you'll suffer huge damage! 


The maze will take you to a house behind two Cannons. 
This is where the Boss is! Enter the building and walk quickly 
North. After a few moments, Cavalrymen will start attacking 
from the sides of the building! Just keep gong North until you 
spot a sword-swinging Boss. Now get into the upper-right 
corner of the screen. 


Shoot the Boss from a distance, then twirl East and South to 
shoot attacking Cavalry. Turn back to the Boss and shoot him 
again. Don't get too close to the Boss. If you do, he'll pull out a 
gun and start firing wildly! After a few hits, the Boss will 
collapse and leave behind a key. Walk to the key and touch it. 
You'll collect the key and leave the fort! 

The middle and right forts are very similar to the left 
fort—even the Bosses (only the color of the Boss changes; his 
attack pattern stays the same). So use the same strategies: walk 
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quickly, avoid Cannonballs, and attack the Boss from a distance. 
Remember to run to San Jacinto after passing through each fort 
to be healed and to stock up on supplies. 

When you've cleaned out all three forts, you'll be able to go 
to the gate. Before you do it, buy a few sticks of TNT in San 
Jacinto. You'll want them for the Boss! 


ay The gate is a lot like the forts. Follow the 
b 5 maze. There are more Cannonballs than 
ever before, so stay moving! There's only 
one tricky obstacle, and that is a group of 
f x two mines extremely close together. Move 
ay so that you're below one mine and right 
of the other, then run Up and Right to 
pass through them. 


When you reach the Boss’ house, go inside. Walk North until 
you spot him, and stay behind the crates between you and him. 


Ready your TNT and throw it at him. Don't throw it too close to 
him, or he'll pick it up and toss it back at you! 

Once you've used up your explosives, get ready to shoot. Wait 
for the Boss to run out of bullets, and come out from behind the 
crates to shoot him as he's reloading. You'll only have a moment, 
so be fast! He'll take a ton of punishment, but he'll finally bite the 
(silver) bullet. You've got Butch cornered in his mountain hideout! 
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EPISODE EIGHT 


Before you get to 
Butch, you have to get 
through his guards. 
They've blockaded the 
road up to Butch. Ride 
to San Jacinto to buy 
as many bullets as you 
can afford (or can 
hold), then walk into 
the Mountain Pass. 
Getting through 
the Pass is pretty easy. 


There’s only one new obstacle, 
the bouncing bridges. The key 
to getting past these is to avoid 
jumping onto them. Walk across 
them so you don’t bounce. 

When you've cleared the 
Path, ride back to town and buy 
whatever you can. Get the maximum number of Silver Bullets and 
TNT. Then ride back to Butch’s Hideout. Get 
ready for a long battle! 

First, you have to wind your way 
through Butch’s fortress maze. Stay to the 
right side of the screen. This way, as you 
move North, the train carts will zoom off the 
left side of the screen, giving you plenty of 
time to start going North again before they 
come back. 


Blast through the guards 
as you move South until 
you reach Butch's 
building. Go inside and 
walk North until you 
reach the stairs. Walk 
down and you'll be in a 
maze. Use the map to find 
your way through. And 
remember to use Standard 
Bullets in the maze. 
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When you reach the exit, you'll 
enter a mine shaft. Jump onto the 
left side of the mine cart and it will 
start rolling to the right, running 
over all the gunmen! When you 
reach the end of the tracks, jump off 
the cart. If you need a Heart, climb up the stairs and ride the cart to 
the left to run over a blue gunman. He'll drop a Heart when you hit 
him. Be sure to ride back to the right, and to the stairs! Climb down. 

This level is very treacherous. Certain sections of the floor 
will collapse when you walk on them. If you fall down with 
them, you're dead. Stay alert as you move to the right. If the 
floor starts to go down, leap off! Keep a light step and you'll 
reach the stairs up to the next level. 

On this level, watch out for spikes and treads. Stand left of 
the spikes and let them shoot out, then leap over them onto the 
treads. There are five groups of spikes and treads in all. 

After the final tread, climb up the stairs and start walking to 
the right. Watch out for the huge weights that drop down at 
you. You'll reach a pool of red molten metal. Jump to the 
platform above the metal and to the stairs. Climb up. 

Climb the stairs to the upper 
ledge and walk to the right. When 
the steam vents go off, stand 
between them so you don't get 
scalded. Get past the final vent and 
climb down the stairs. 

Leap across to the platform 
above the molten metal and keep 
going to the right. You'll soon reach a door, but don't go inside. Keep 
walking to the right until you find a second door. Now go inside. 

Walk North and across the psychedelic floor. It doesn't do 
much, but it sure looks weird! Follow the corridors as they wind 
to the North. There will be a lot of gunmen, so remember to hide 
behind the walls and let them shoot until they have to reload, 
then nail them. 

The next section of the building P 
has a green floor and huge fiery E 
pendulums! Run past the pendulums 
as they swing away from you. Don't 
get caught between two of them, or 
you'll be burned. You have to get 
past two rooms of pendulums. 
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Here’s the next section. Try shooting at the wall. Your bullet 
bounces! And so will the bullets of the outlaws. Use the 
ricochets to your advantage to shoot the outlaws from around 
corners. There are two ricochet rooms to charge through. 

The machines in the next room conceal flamethrowers! Run 
past the ‘throwers when they pause between fire spurts. The 
corridor will lead North to a room with two Bosses! 

Both of these Bosses are armed with machine guns. Stay at 
the bottom of the screen, in the safety of the corridor. 

— Concentrate on one 
Boss. When he runs out 
of bullets and has to 
reload, lob TNT at him. 
Don't get too close, or 
he'll pick it up and 
throw it right back! 


When you've taken out one 
Boss, switch to Silver Bullets. 
Now you can shoot the 
remaining Boss when he 
reloads. If you fire fast EE: m 
enough, you can hit him {= 
several times before he starts [VE E EEL 
shooting again. Remember to —————— — 
stay in the corridor to stay safe from his bullets. Don't go too far 
down into the corridor, or you'll exit the room, and when you 
come back, the Bosses will return to full strength, and all your 
work will be wasted! 

When both Bosses are gone, a passage will be revealed 
that leads to Butch Cavendish! Beat Butch and get the 
revenge you deserve! 


SHH... THE SECRETS 


Defeating Butch 
Butch attacks you with a huge machine! Stay at the left side of 
the screen and let the machine chug onto the screen from the 
right. Shoot at the gun mounted 
on the front of the machine. You 
have to hit it four times with 
Silver Bullets to blow it up. 
When the gun is disabled, 
jump onto the ledge to the right 
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of the gun. Jump past the spikes when 
they’re retracting and stand in the 
middle of the machine. Go right and 
jump over the steam vents, then leap to 
the left and stand just to the right of the 
exhaust pipe. 


Shoot at Butch’s gun. 
When he shoots at you, duck 
and his bullets should pass 
overhead. Keep shooting the 
gun until it blows up! Butch 
will become enraged! 


Now it’s just you and Butch. 
Stay above and to the left of 
Butch, and shoot at him 
diagonally. When he shoots at 
RRS Ss you, he’ll have to shoot up at 

— "— you, making it easier for you to 

BH ] dodge. Butch moves very fast, so 
E. he may bounce away from you. 
E*| Just chase him down and keep 


SERS firing away! Good luck! 


Passwords 


Tonto give passwords. Are handy in skipping to higher 
episodes. Don’t use too often. Spoil game that way. 


Episode Two: VWBK BNTZ JPBY GZHG 
Episode Three: XGGYK LBXD JJYN HDTM 
Episode Four: WNYM VBJD GMYN TGLH 
Episode Five: MJBP JNBY TJBY VGXH 
Episode Six: PWYG PNYB LWYD LGPM 
Episode Seven: QKYM LBRB TMYD MGQN 
Episode Eight: HBYT XNRG TDYD YGHT 
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Mega Man 3 


Distributor: CapCom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


The evil Dr. Wily has finally changed his ways, and he’s 
designing a peace-keeping project with Dr. Light. But the two 
scientists need energy crystals to finish the project. The crystals 
are on mining worlds overrun with deadly robots. There’s only 
one person who can retrieve the crystals. Mega Man! 


PLAYERS 


Mega Man 3 is a one-player game. 


SCORING 


There aren’t any points to score in Mega Man 3. Your goal is to 
progress from stage to stage, defeating the Robot Masters along 
the way. 
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LIVES AND CONTINUES 


You start out with three lives. Each life has a Life Meter. When 
you're hit by enemies or missiles, the Life Meter decreases. If the 
Life Meter runs out, you lose a life. A few obstacles are so 
deadly that they will kill you instantly if you touch them! 

You can continue the game endlessly. You also earn 
passwords by defeating the Robot Masters. These passwords 
will allow you to continue the game without having to defeat 
Masters that you've already beaten. 


CONTROLS 


Move Mega Man Shoot 


Switch To Weapons Box Jump 


WEAPONS 


Mega Man starts out with his built-in weapon, the Arm Cannon. 
The Cannon has an infinite supply of energy. By defeating the 
Masters, Mega Man earns new weapons to fight with. These 
weapons have limited supplies of energy. Make sure that you 
switch back to the Arm Cannon after using a special weapon, so 
that you don't drain it of its energy. 


SPECIAL ITEMS 


There are several ways to earn special items in Mega Man 3. 
Some special items are left behind by defeated monsters. Some 
are scattered around the various levels. And some are earned by 
defeating particular Masters. 


The Energy Pellet comes in two sizes, small and large. The 
bigger the Crystal, the more it will recharge your Life Meter. 
The Weapon Pellet recharges special weapons. You have to 
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be using the special weapon you want to recharge before 
you pick up the Crystal. Make sure you switch back to the 
Arm Cannon after you recharge a special weapon! 

The Surprise Box is a surprise, but it’s always a good one. 
The Mega Man Head gives you an extra life. 

The Energy Tank (E) fully recharges your Life Meter when 
you use it. 

The Rush Coil (RC) lets you leap to new heights. 

The Rush Marine (RM) helps you to explore the depths. 

The Rush Jet (RJ) takes you for a ride. 


FRIENDS 
Dr. Light is your only friend, but he won't be able to help you. 
You're on your own. 


ENEMIES 

There are sixteen different Robot Masters in the game! At first, 
you'll only see eight of them on the screen. The second group of 
eight (which are the Masters from Mega Man 2!) won't appear 
until you've beaten the first group. You won't win any weapons 
from the second group of Masters. 


Group One 
Gemini Man (GE) uses the Gemini Beam. 


This powerful laser will bounce around the 
screen until it hits a target. 


Hard Man (HA) uses the Hard Knuckle. This 
fist smashes through anything in its way. 


Magnet Man (MA) uses the Magnet Missile. 
These missiles home in on their target. 


Needle Man (NE) uses the Needle Cannon. 
This fires small cannon shells at rapid speeds. 


ET 
A 
* | 
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Shadow Man (SH) uses the Shadow Blade, a 
deadly throwing star that returns to the 
person who threw it. 


Snake Man (SN) uses the Search Snake. These 
snakes crawl along the floors and walls 
searching for something to attack! 


Spark Man (SP) uses the Spark Shock. This 
weapon fires large balls of electrical power! 


Top Man (TO) uses the Top Spin, a 
devastating spin attack that can knock its 
victim for a loop! 


D 

$ bes 
2 AD 
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Air Man uses the Air Shooter. 

Bubble Man uses the Bubble Lead. 
Crash Man uses Crash Bombers. 

Flash Man uses the Time Stopper. 

Heat Man uses the Atomic Fire. 

Metal Man uses the Metal Blade. 
Quick Man uses the Quick Boomerang. 
Wood Man uses the Leaf Shield. 


If you want to see what these bosses look like, check out 


Nintendo Games Secrets 1 and the complete chapter on beating 
Mega Man 2! 


STRATEGY SESSION 


General Strategies 
Practice your jumps until you have them mastered. Many parts 
of the game will be simply impossible unless you can execute 
picture-perfect.leaps and bounds. 

Get used to hitting the Start button quickly. You'll need to 
hit this button to switch between weapons and to use Energy 
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Tanks. If you're too slow, you'll often lose lives before you have 
the chance to activate the item you need. 

There are lots of locations in the game where you can 
power up by destroying the enemies, leaving, and returning. 
Your enemies will come back to be destroyed again and again! 
There are too many of these locations to mention, but keep an 
eye out for them. 


Stage by Stage: The Mega Guide 

Stage One: Needle Man 

Run to the right until you reach a porcupine. Shoot him rapidly 
to destroy him. If you're too slow, he'll shoot quills and curl up 
into a ball to roll at you. The next few porcupines are on ledges. 
Jump up to shoot them. Get ready to leap over them if they start 
to roll. There's a ladder after the fourth porcupine. Use it. 

Drop onto the middle ledge and run to the right. The bottom 
ledge hasva robot guarding a Weapon Pellet, but you won't need 
the Pellet since you have no special weapons to charge up! 

- At the end of the ledge is a cannon. 
Shoot the cannon three times from long 
range. Don't get close or its huge bullets 
will pound you. Run past it and shoot 
two more cannons. You'll reach a robot 
on a ledge. This robot won't move until 
you drop onto the ground, then he'll 
spring to life. Get ready to shoot! 

As you run past the first robot, you'll be attacked by a 
dragonfly. You can either shoot it as it zooms down to your left 
side, or leap over it as it zooms at you from the left. Leaping is 
easier and safer. 


Keep running to the right, battling the robots and dragonflies, 
until you reach the ladder. Go down. You can't go any further 
unless you slide through the tunnel. Don't slide right away, 
though. A spike will pop out of the ceiling. Slide past the spike 
when it's going back into the ceiling. 
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There are more spikes as you go to the right, but the trickiest 
spike of all is the one above the platform just left of the ladder. 
Jump onto the left side of the platform. Let the spike come down 
and start going up, then run past it and leap to the ladder. 

You'll climb up to a porcupine and an Energy Tank. Get the 
Energy Tank by using the Rush Coil to jump up to it. Make sure 
you don’t jump when the porcupine is shooting quills. Get the 
Tank and climb up the next ladder. 

These shot-putting robots 
are tricky enemies. Watch 
their visors. When a robot's 
visor turns black, it can be 
damaged by your bullets. It 
also means that it’s about to 
throw a shot-put! Stay on the 
ladder and line yourself up so 
that your shots hit the robots’ 
feet. This will keep you out of 
the line of fire while allowing 
you to do damage. Destroy 
both robots and climb up. 

Yikes! This robot is huge! You can 
get past it two ways. Shoot it when its 
visor opens or slide under it when it 
jumps. If you're going to shoot it, jump 
when it jumps so that more shots hit it. 

Run to the right and go through 
the metal door. This is the chamber to 
Needle Man. There’s a chamber before each Master. This is the 
area to switch to the weapon you want to use to attack the Master. 
Since you don’t have a special weapon, just go through the door. 


This is Needle Man. If you're far away from him, he'll leap into the air 
and fire a barrage of needles. If you get close, he'll lean over and shoot 
his head. The head has a short range, however. 


197 


Nintendo Games Secrets 2 


Stay away from Needle Man and jump to dodge his needle 
attacks. Shoot constantly so that your bullets hit Needle Man 
whether he’s in the air or on the ground. If you start to run low 
on energy, use the Energy Tank. 

If Needle Man leaps at you, slide underneath him and run 
to the opposite side of the screen. The farther away you are, the 
easier it is to dodge his attacks. 

Needle Man will take 28 hits from your Arm Cannon. When 
you defeat him, you receive the Needle Cannon and the Rush 
Jet! Congratulations, you've defeated your first Master. Only 
fifteen to go... 


Stage Two: Snake Man 
You'll encounter two enemies as you run to the right. The 
bouncing robots are pesky, and they can hit you a lot before you 
can react. Shoot them quick! The snake heads are more 
dangerous. They blink quickly and then fire a bullet right at you. 
Shoot them from a distance. When you reach the ladder, climb up. 

Jump and shoot as fast 
you can and you might 
destroy all three heads 
before they can fire at you. 
Climb up again. Here's a 
massive snake head! Stay to 
the left. Fire at the snake's 
jaw. Jump to avoid its bullets. When you destroy the head, the 
floor will stop moving. Move right. 

The next screen has two snake heads and an aerial foe. 
When the helicopter gets directly above you, it will drop a 
bomb. Dodge the bomb as it falls. You can shoot one of the 
heads from behind the wall, but you'll have to jump down to 
shoot the second one. 

There are two Energy Pellets on a high ledge if you need 
them. Don't grab them until you destroy the snake head 
guarding the ladder. Once you're charged up, climb down. 

The pole-vaulting robots are tricky. 
Stand still as they charge at you. They'll 
jump over you, landing on your left. 
Turn and shoot them before they run at 
you. The next ladder you reach will go 
up. Take it, then jump into the air to 
shoot the shot-putter. Remember to 
watch his visor. Defeat him and climb up. 
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You've reached another shot-putter and two ladders. Take the 
right ladder and open the two Surprise Boxes, then climb down 
and go up the left ladder. Defeat the giant head and go right. 

There are more pole-vaulters as you move right. The first 
ladder you reach has an Energy Pellet at the top. The second 
ladder leads on to Snake Man. Climb the second ladder. Destroy 
the bug crawling on the ladder, then jump over and climb up. 

Move right and jump onto 
the pillar. Stay in the middle of 
the pillar. You'll suddenly rise 
up on a floating platform! Wait 
until you're near the top of the 
screen, then leap to the next 
pillar and stand in the middle 
again. Keep riding the platforms 
and jump from pillar to pillar. 

While you move, cloud bullets will zig-zag at you from the 
right. If you shoot a cloud bullet, you'll knock off the cloud and 
leave the bullet! The bullet will speed up and zoom across the 
Screen in a straight line. 

After you pass the pillars, you have to leap across a few 
blocks before you reach the chamber to Snake Man. Once you're 
inside, switch to the Needle Cannon. Now move right and get 
ready to go up against Snake Man! 

Snake Man's Search Snakes crawl 
along the ground. Leap over them and 
pump him full of Needles. He'll take seven 
hits. He can jump very high, so wait until 
he's on the ground before you fire. Once he 
goes down, you gain the Search Snakes. 


S, -— 


Stage Three: Gemini Man 
Start scampering to the right. You'll be fighting two enemies as 
you go. The first one, the penguin, is simple to attack. Just shoot it! 

The flying eyeball is 
trickier. It flies onto the screen, 
swoops down to drop three 
bombs, then swoops back up 
again. Leap up and shoot just 
as it starts to swoop down. 
This way, it will only drop one 
bomb, and it will be too far 
from you to do damage. 


Nintendo Games Secrets 2 


Be sure to shoot as you jump over the pits. The eyeballs are 
fond of bombing you just as land on the other side of a chasm, 
knocking you back into it. 

You'll reach a seemingly impenetrable 
hatch. What now? Wait—who’s that? 
You'll find out later. He blows the hatch 
open for you. Leap into the hole and hug 
the right wall to fall into an enclave with 
an Energy Pellet, or hug the left wall to 
fall into one with a Mega Man Head! 


Now "e to the Ee and move to the right. The passage is blocked 
by eggs. When you shoot an egg, a tadpole will come out of it and start 
homing in on you. Shoot the tadpole to destroy it. Shoot as many eggs 
and tadpoles as you can. Each one is a potential special item. Climb up 
the ladder at the end of the tunnel. 


Shoot through the eggs to get to the ladder. Shooting every 
one of the eggs is tough, but you can do it. It's very dangerous 
to do from the ladder, since the tadpoles will hit you almost 
instantly. If you get some Energy Pellets, you'll be able to 
recover from any damage you suffer. 

There are more eggs at the top of the ladder, and a Weapon 
Pellet. Shoot through the eggs and move until you reach a huge 
mechanical penguin! This 
penguin shoots small 
penguins at you rapidly 
until you destroy it. You can 
shoot the little penguins to 
get items. To destroy the big 
penguin, leap up and shoot 

s - it in the eyes. 
Move right and dehy another penguin. Fall down the 
hole, get the Energy Pellet if you need it, and fall down again. 
You'll land near some water. 

Jump from block to block over the water, falling in to get the 
special items and using the Rush Coil to get back up to the 
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blocks. Or use the Rush Marine to zoom past everything easily. 
If you jump from block to block, watch out for the missile-firing 
fish and the dragonflies. Move slowly. Take the Energy Tank 
next to the ladder going up. 

Climb up and shoot the two frogs. You have to hit them in 
the air, so time your shots carefully. Climb up again. Get past the 
hopping robot into the chamber. Switch to the Search Snake. 
You’re ready to fight Gemini Man! 


At first, there will be two Gemini Men to worry about. Shoot 
your Search Snakes to the left to hit the Men as they jump from 
right to left. When you've destroyed one Gemini, the remaining 
one will move back and forth on the ground. Hit him with a few 

Snakes and you'll beat him. Now you have the Gemini Laser. 


Stage Four: Spark Man 
Climb up and move right. The moving objects on the ceiling and 
floor are zappers; jump through them when they shut off. Flying 
plugs will come out of the pipes in the ceiling. Shoot them 
quickly before they shoot a barrage of sparks. 

Climb up the ladder at the end of the tunnel, defeat the shot- 
putter, and climb up again. You have to get past these tricky 
platforms. As you land on each one, it starts moving up toward 
the deadly spikes on the roof. Don't wait too 
long or you'll hit the spikes! Get past the 
platforms, then the zappers, and climb up. 

Jump up and shoot the driver of the 
tractor to destroy it. Use Rush Coil to get the 
Energy and Weapon Pellets. Climb up, run 
right, and fall down the hole. 

Now run to the right. You need to pass 
these three garbage-spewing pipes. Destroy a 
garbage block and slide past quickly before 
another one crushes you. If you want, stop here 
and keep shooting the garbage blocks for items. 
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Drop down and run to the right. This is a very difficult 
series of jumps. You should use the Rush Jet to fly past. Dodge 
the screw robots that soar from the sides of the screen to form 
in the middle. 


You're at the chamber. Switch to the Needle Cannon. Here's 
Spark Man! He'll shoot eight small sparks, and then one large 
spark that homes in on you. Dodge his fire and fill him with 
Needles. It's a pretty easy battle. When you win, you'll get 
the Spark Shock. 


Stage Five: Magnet Man 

Run to the right. Getting past the flying magnets is easy. Just 
don't try to jump over a pit if a magnet is on the screen. Go 
down the ladder. It's the guy 
who opened the hatch for you! [e 
But now he wants to fight! Don't 
shoot at him from the front. Slide 
behind him and shoot him in his 
back! When he turns around, 
slide under him and keep at it. 
When you beat him, you'll reveal 
a hole. Jump inside! 

The robo-dome shoots homing missiles. Get rid of the 
dome, then shoot the missiles. Jump to confuse them. Run right, 
beat another dome, and climb down, but very slowly, so that 
the next screen scrolls into view. Let the eyeballs walk all the 
way down the ledges, then fall off the ladder to the left. You'll 
land on the ledge above them. Jump up the ledges and climb 
down the ladder. 
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Run right and down, using the ladders. E 
You'll reach a room with disappearing 
blocks. Stand on the left side of the screen 
until a block appears. Jump on it. Another f 
block appears to the right. Jump over to it. 
Now jump up and left, right, and right F 
again as new blocks appear. As soon as you 
land from your second jump to the right, 
jump straight up. A block will appear 
under you. Jump over the wall. 

The second puzzle is easier. Concentrate on the blocks to the 
right and you'll make it through. The third puzzle is tricky. 
Jump onto the first block, but don't jump onto the one that 
appears to the right. Wait until a block appears above and to the 
right, then jump. The fourth puzzle is the easiest. Just jump from 
block to block. Climb up the ladder. 

There are lots of items in this room, but you can't get to them 
from here. Climb up again and defeat the robot. Then jump over 
to the lower left ladder and go down. Now you can grab them. 
Slide out to the ladder. Climb up and beat the robot again. Go up 
and beat the dome. Enter the chamber. Switch to the Spark Shock. 


This is Magnet Man! Shoot him while 
he's on the ground, but watch out for his 
magnetic field. When he raises his arms, 
he's about to activate it. It will deflect 
your x pads, and draw you toward him. It will take seven hits to 
beat Magnet Man and gain his Magnet Missile. 
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Stage Six: Hard Man 

Start the now-familiar run to the right. A huge bee soars onto 
the screen, carrying a pouch that hatches into five smaller, faster 
bees that home in on you. If you don’t want to fight the bees, 
just run to the left when the big bee comes onto the screen. He'll 
fly off the right side, and you can continue on. 

The green objects are booby- 
traps. When you walk onto one, 
it will try to clamp onto you. 
Jump over them or slide past 
them to avoid the clamps. Grab | 
the Energy Pellet and climb up. 

The shot-putter in this room is tough to hit. Switch to the 
Gemini Beam and fire a few bolts at the wall. The beam will 
bounce up and strike the shot-putter. Two hits will destroy 
him. Use Rush Coil to jump up and over the wall. Climb up 
the ladder. 

Run to the right. These monkeys are fast and tough to hit. 
If they hit you, don't shoot back. Just slide toward the right 
side of the screen. The sooner you reach the ladder, the better. 
Climb up. Shoot the shot-putter and take the Energy Pellet, 
then climb up again. Get past the single monkey and climb up 
one more time. 

Move right and shoot the tractors. Remember to hit the 
drivers. You'll have a choice of two ladders. Either one will have 
a robot waiting at the top. Beat the robot and go up. 

Run through the green snappers and climb down the ladder. 
The mystery enemy will appear again! Defeat him and go down 
twice. Get past the hopper and into the chamber. Switch to your 
Magnet Missile and move right. 


Hard Man is very easy to beat. Just keep shooting Magnet 
Missiles at him and jump over his Hard Knuckles. The Missiles 
will home in on Hard Man, since he's metallic! You'll quickly 
beat him and win the Hard Knuckle for yourself. 
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Stage Seven: Top Man 
Start moving to the right. Blast past the frogs and screws to get to 
the ladder. Climb down slowly so that you stay on the ladder 
even as the next screen appears. Shoot the robot on the ledge, and 
then jump off the ladder. Jump up the ledges and climb down 
through three screens. The third screen has spikes, so watch out. 
Run right and blast through the tractors. Climb down two 
screens. A giant cat will appear to block your path to the next ladder! 


Get right up to the ferocious feline : ze 
and shoot it in the mouth. You'll get E 4 
hit a few times, but not too badly. 
Climb down and run to the right. You 
have to fight another cat before you 
can climb up. 


Follow the maze until you reach some hovering tops! When 
you leap from one top to another, make sure you're on the right 
edge of the top you're jumping from or you'll miss. Pass six tops 
and you've reached the chamber. Activate the Hard Knuckle 
and enter Top Man's room! 


Top Man’s pattern is simple. When he shoots out three tops, 
blast him with the Hard Knuckle. Jump over the tops as they fly 
at you. Then jump over Top Man as he spins to your side of the 
screen. Defeat Top Man to gain the Top Spin! 


Stage Eight: Shadow Man 

The beginning is easy. Just follow the 
tunnels and get past your enemies. 
You've seen them all before. You won't 
encounter anything new until a while 
after your battle with the mystery man. 
A round dome appears at the top of the 
screen, and the entire screen turns into a 
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starfield! You can wait until the dome goes off the left side of the 
screen, or you can shoot the dome with a Magnet Missile. 

You'll encounter about six domes 
as you move right. Get rid of them 
quickly. Jump down the hole at the 
end of the tunnel. Keep running to the 
right until you reach the end of the 
road—a huge lava waterfall and small 
ledges far below. You can get past here 
by jumping from ledge to ledge, but 
the parachute robots that fall from the 
top of the screen can easily knock you 
into the lava. Try using the Rush Jet. Stay at the top of the screen 
so the parachutes don't hit you as they fall. 


Shadow Man is very quick. Get in close and use the Top 
Spin attack. He'll go down very quickly. You've gained the 
Shadow Blade and the Rush Marine! 

Now you've defeated all the Masters. But what's this? Four 
new, mysterious Masters appear in the corners of the screen! 
Well, you'd better find out what they are... and defeat them 
while you're at it! 


Stage Nine: Metal Man and Quick Man (Upper Left) 

Follow the maze as usual. The only new things you'll encounter 
are the spinning circle platforms. Don't try to stand on them. 
Just jump quickly from one to the other. 

Metal Man can be beaten 
with either the Magnet 
Missile or the Hard Knuckle. 
The Magnet Missile is easier 
to use. Just stay at the left 
side of the screen and dodge 
Metal Man's blades as you 
shoot him. 
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There’s a long drop just past Metal Man. Stay in the center 
of the pit to avoid the spikes. When you land, run to the right. 
You'll reach some garbage pipes to charge up with. The first 
pipe is easy to get past, but the next two aren't. Let a garbage 
pile fall, then jump onto it and quickly leap off before the next 
one drops. : 

Quick Man hops around a lot. Use the 
Search Snakes to shoot him. Hop into the 
air to give yourself the best chance of 
hitting him. Don't shoot too many snakes 
at once, or you'll be defenseless while your 
snakes climb up the walls! 


Stage Ten: Air Man and Crash Man (Upper Right) 

Your journey to the first Master is pretty easy. There's a 
porcupine guarding the door to his chamber. You can recharge 
by climbing up, shooting the porcupine, grabbing any item he 
drops, climbing down, and climbing up again. 

Use the Magnet Missile or 
the Spark Shock on Air Man. 
Don't try to shoot through his 
tornados. Get past them by 
jumping or sliding so that you 
have a clear shot. 

After you beat him, you'll 
reach one of the most difficult 
sections of the game. Activate 
the Rush Jet and take to the air. Stay at the top of the screen and 
keep shooting, because dragonflies will be coming at you from 
the right. 

Collect every Weapon Pellet 
that you see as you fly to the 
right. There's one Pellet that you 
can't get with the Jet; it’s under a 
ledge. Change to the Arm 
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Cannon and fall onto the ledge with the Pellet. Then switch 
Rush Jet on again and slide underneath the higher ledge to get 
the Pellet. Slide back out and start flying again. 

After an eternity, you'll reach a ladder. Climb up twice and 
start going right again. You'll meet the same old enemies until 
you encounter a huge robot! This monolith hovers in the air, 
shooting huge bullets and dropping 
small robots. You can shoot the 
robots to charge up. Aim for the 
cross to destroy the large robot. 

Keep running to the right and 
you'll reach Crash Man. Use the 
Hard Knuckle. It will only take four 
hits to destroy him. 


Stage Eleven: Flash Man and Bubble Man (Lower Left) 

The path to Flash Man is similar to Gemini Man's world. There 
are hundreds of eggs to shoot, and they leave behind a bountiful 
harvest to special items. Grab them all! 

Flash Man is pretty wimpy. Just use your Needle Cannon 
and he'll be toast before you know it. If you're feeling daring, 
you can try the Gemini Beam, but the Needle Cannon's faster. 

The tunnels past Flash Man have several places with holes. 
Little critters tumble out of these holes at a steady pace. Why not 
shoot them and charge up? 

vs Once you're done charging, jump into 
the water and use the Rush Marine. The 
Rush Marine can leap out of the water, so 
get the Weapon Pellets on the ledges. 

The holes in the walls, and the 
critters, become more numerous after you 
get through the water. Take your time and 
be sure to shoot the critters coming at 
you. Keep going until you reach your next 
foe: Bubble Man! 

The Shadow Blade or the 
Spark Shock will do in Bubble 
Man with seven hits. The 
Spark Shock lets you hit from 
long distance, while you have 
to get in close with the 
Shadow Blade. It's your 
choice; just don't lose! 
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Stage Twelve: Wood Man and Heat Man (Lower Right) 
This stage resembles Shadow Man’s world. There are many 
treacherous jumps to make. At least your enemies are ones 
you've seen before. There are some platforms just before you 
reach Wood Man. You should use the Rush Jet to fly past them. 
They’re too tricky to risk losing precious lives. 
Wood Man's leaf attack can [y 
be deadly. Leap over his leaf 
shield when it fires at you, and 
attack him with the Needle 
Cannon or the Search Snake. 
Both of them do lots of damage. 
There is another very tricky series of jumps between Wood 
Man and Heat Man, with parachutes and frogs on the ledges. 
You can use the Rush Jet, but make sure you don't graze the 
spikes on the ceiling! 


Heat Man is full of hot air. Deflate him with 
the Top Spin or the Shadow Blade. You've 
defeated the final Master! Or have you? 


Stage Thirteen: Break Man 

The mystery man is revealed at last! His name is Break Man. So 
break him like you did before. Get behind him and shoot at his 
rear. When Break Man is broken, you'll get a call from Dr. Light... 


Stage Fourteen: Dr. Wily's Castle 

Just as you expected! Dr. Wily is the mastermind behind this 
entire scheme! It's time to put a stop to him once and for all by 
flying to his castle. Do you think he's remodeled the place since 
you were there last time? 


Section One. Get the Mega Man Head by using the Rush Coil. 
Move right and down. Watch out for the spikes in the water. 
Shoot as you jump to destroy the penguins, or they'll bash you 
into the spikes. 

Climb up the ladder. There's a 
Mega Man Head behind two green 
walls. Use the Hard Knuckle to 
blast through the walls. Grab the 
Head and climb up. Here are more 
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items behind walls. You can take out the middle wall by 
jumping and using the Hard Knuckle, but you'll need to use the 
Rush Jet to get up the to the highest wall. 

Climb up and move to the right, shooting through the shot- 
putters. Use the Rush Jet to fly up and blast the shot-putter in 
front of the ladder. 

Watch the pattern of the disappearing blocks to memorize it, 
and then start jumping from block to block. Slide into the 
enclave to get the Energy Pellets, then slide out again onto the 
block that appears below the ladder. Quickly jump up and 
climb. Move right and jump into the water. 

1 This floating 
robot fires turtles at 
you! Stick with 
your Arm Cannon 
and shoot the 
turtles. Watch out 
for the riptides that 

: = come out of the floor and walls. They can 
push you into s turtles. When you've destroyed all the turtles, 
the robot blows up! 


Section Two. Collect all the power-ups here. You have to climb up 
and fall into the middle of the screen to get a few of them. Don't 
move on until you get them all. Then climb up and slide 
through the green snappers. Now jump from snapper to 
snapper. If a giant bee appears, get off the snapper you're on 
and get ready to shoot the small bees. 

When you pass the last snapper, activate the Rush Jet and 
take to the skies. Get all the items on the ledges as you move to 
the right. Go through the door and move to the middle of the 
room. Activate your Needle Cannon. 


Get ready to leap over a brick that flies at you from the left. 
This is a piece of a huge robot. There are 25 pieces in all. The 
pieces fly at five different levels. The lower two levels are low 
enough to hit you, so be ready to dodge ten pieces! You can leap 
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over the first eight pieces, but you should slide under the last 
two. They're so close together that it's impossible to jump over 
them both without getting hit. 

When all the pieces are together, the robot will come to 
life. Its eyeball will appear. Shoot at the eyeball with your 
Needles. After a few shots, the robot starts to break into pieces 
again. Dodge the pieces and shoot the eyeball again when it 
appears. You have to get 28 hits before the robot is destroyed. 
Good riddance! 


Section Three. Climb up, collecting the special items along the 
way. You'll need them! Now go to the right. The starfield domes 
are back, and this time, they’re in enclosed areas, which makes 
them harder to hit. Keep moving and keep shooting until you 
can jump down. 

Go down, right and up. 
Here’s a new danger. These 
moving platforms are moving 
right into the spikes! Use the 
Rush Jet and fly up through the 
platforms to the ladder. You'll 
need to pass another spiky screen 
before you're clear. 


_ Set ot oH Hound oW Ho Ws 


You've reached 
the most bizarre foe 
cz X yet. You! There are 
ETE TE mng three evil Mega 
s Men on the screen. 
ER EH Only one of them 
t t chs can be damaged. 
The other two are 
illusions, although 
their bullets are real. 
If your bullets go 
through the Mega 
Man you're shoot- 
ing, it's a fake. Find 
the solid impostor 
and blast him with 
your Arm Cannon. 
When the three change levels, jump up or down to follow the 
impostor. Keep shooting until these Mega Men are memories! 


< 


ep pope 
[ES $ id Ki hine 
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Section Four. Follow the maze as it goes down. Watch out for the 
garbage-throwing robots. They're tough! You'll come to a 
teleporter. Use it and you'll be zapped 
into a chamber with eight more 
teleporters, each of which takes you to 
a Robot Master. You need to defeat all 
eight Masters before you can pass 
through the door to the right. 


The teleporters on the left 
take you to Needle Man 
(top), Magnet Man (middle), 
and Gemini Man (bottom). 
The two teleporters in the 
middle lead to Hard Man 
(left) and Top Man (right). 
The right-hand teleporters go 
to Snake Man (top), Spark 
Man (middle), and Shadow 
Man (bottom). 


Use the weapon that you won from each Master on that 
same Master. For example, use the Needle Cannon on Needle 
Man. Each Master's weapon will only take seven shots to 
destroy that Master. 

When you have beaten all eight Masters (again!), the door 
will open. Walk through and enter the teleporter to... 


Section Five. Drop down and get 
ready for battle! Dr. Wily and his 
deadly machine will enter the 
screen from the right. Your first 
task is to destroy the cannon on 
the bottom of the robot. Use your 
Arm Cannon. Once you've done 
that, Dr. Wily will appear in a 
dome on top of the robot. 
Activate the Rush Jet and blast 
away at the dome. Watch out for 
the robot's legs. The robot will 
blow, and Dr. Wily will be P 
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defeated... until you find out that you were battling a robot that 
looked like him! Time to fight the real Dr. Wily... 


Section Six. Collect all the items and walk to the right. You'll 
know when you've reached Dr. Wily. Defeat him and make the 
world safe again! 


SHH... THE SECRETS 
Defeating Dr. Wily 


First, destroy the head of Wily’s 
robot. Get up onto the ledge to 
the right of the robot with the 
Rush Jet. Use the Hard Knuckle 
to shoot at the robot’s head. 
Four shots will destroy it. Now 
Wily will land on his robot with 
a new head! Another ledge will 
appear above the one you're on. Switch 
to the Search Snake. Leap onto the high 
ledge and jump at Wily, shooting Snakes 
at him. You will probably need to fly 
back onto the ledge with the Rush Jet to 
jump at him again. Once he's defeated, 
sit back and watch the ending... 


Super Jump 


Make sure you have two controllers plugged into the NES. Hold 
Right on controller two, and then jump. You'll soar higher than you 
would even with a Rush Coil! You can also use the Super Jump to 
leap out of otherwise fatal bottomless pits. See Invincibility below. 


Invincibility 

On any level with a pit, there is a way to make Mega Man 
invincible. Fall into the pit, and as soon as Mega Man's Life 
Meter goes to nothing, Super Jump out of the pit. The Life Meter 
will still read zero, but Mega Man will be unbeatable for the rest 
of the level. The Arm Cannon will not work when you use this 
trick, so you'll need to use weapons taken from Robot Masters. 
And make sure you don't pick up any power-ups that recharge 
Mega Man's Life Meter, or the invincibility will be deactivated. 
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Robot Master Chart 

There are several ways to defeat each Master. This chart shows 
each weapon and the number of hits it takes to destroy each 
Master. An X means that the weapon is useless against that 
particular Master. Keep in mind that while some weapons may 
do more damage than others, they may be too slow to be 
effective attacks. Experiment to find the ones you prefer. 


Needle Cannon (NE) 
Search Snake (SN) 
Shadow Blade (SH) 
Spark Shock (SP) 


Magnet Missile (MA) 
Top Spin (TO) 


Weapons 

Arm Cannon (P) 
Gemini Laser (GE) 
Hard Knuckle (HA) 


Robot Masters 
Air Man 
Bubble Man 
Crash Man 
Flash Man 
Gemini Man 
Hard Man 
Heat Man 
Magnet Man 
Metal Man 
Needle Man 
Quick Man 
Shadow Man 
Snake Man 
Spark Man 
Top Man 
Wood Man 
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Passwords 
a2324u oo 6 


This password lets you start the game 
with nine Energy Tanks. 


AMS Awy 


This password takes you to the 
second group of Robot Masters. 


This password takes you to Dr. 
Wily’s castle! 


MEGA COOL! EY, NIN’ 
MEGA MAN/ SECRETS! GREAT BOOK 


AND HIS METTALIC 


HE'S GOT THE TOP SPIN/ 


THE BOOK SAYS TO 
USE HARD KNUCKLE! 


CHAPTER 12 


The Simpsons: 
Bart Vs. 
The Space Mutants 


Distributor: Acclaim 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


Space Mutants are invading Springfield! And the only person 
who knows it is Bart Simpson, thanks to his X-Ray Glasses! 
Bart’s going to stop the Mutants by behaving like a complete 
nuisance. Normal behavior for him, right? You got it, man! 


PLAYERS 


The Simpsons is for one player only. 
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SCORING 


Here's a complete breakdown of what to do in the game and 
what it’s worth! 


End-Of-Level Boss 1000 Pts. 

Within-Level Boss 500 Pts. 

Removing Alien From Human 200 Pts. 

Krusty The Clown Head 100 Pts. 

Proof 100 Pts. 

Goal 100 Pts. 

Jebediah Head 50 Pts. 

Coin 50 Pts. 

Completing A Level Time Remaining X 10 Pts. 
LIVES AND CONTINUES 


Bart starts with three lives. With each life, Bart can take two hits 
from enemies. After the second hit, the Bartman is dead, man. 
There are a few things that can waste Bart instantly, like a 
pit, quicksand, wet cement, and a few other heinous obstacles. 
Bart can get extra lives two ways: by finding a Krusty the 
Clown Face, or by collecting 15 Coins. When Bart gets 15 Coins, 
he loses 10 of them in exchange for the extra life. 


CONTROLS 


Directional Pad Walk Faster 


Shoot Jump 


Search Inventory Use Item Super Jump 
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WEAPONS 


On some of the levels, Bart can find weapons to use against his 
enemies. Bart can pick up, and hold, as many weapons as he 
can find. 


The Spraypaint isn’t really a weapon. Bart uses it on Level 
One to spray all the purple objects. 

The Slingshot is the weapon of choice on Level Three to 
shoot balloons. Each one has 12 shots, dude. 

The Dart Gun is used on Level Four to blast Exit signs. Like 
the Slingshot, you get 12 shots for every gun. 


SPECIAL ITEMS 


Coins are what you need to buy Special Items on Level One, 
and they’re also good for free lives if you get enough of them. 
The Krusty the Clown Face gives you an extra life. 


FRIENDS 

On each level, you can get a member of the Simpson family to 
help you fight the End-Of-Level Boss. But they won't help you 
until you gather enough Proof. How do you gather Proof? 

By jumping on the heads of Space Mutants disguised as 
humans! Use your X-Ray Glasses whenever a human comes 
onto the screen. If the human is really a Mutant, you'll see the 
difference! Jump on the Mutant's head and it will fly off into the 
air, leaving behind a piece of Proof! 

When you gather the Proof, you get one letter in the name of 
the Simpson who will help you. Spell out their entire name and 
they'll be waiting for you at the end of the level. 


ENEMIES 


Most of your enemies are flakes, but watch out for the End-Of- 
Level Bosses, man! 
Nelson is the biggest bully of Springfield Elementary 
School and the Boss of Level One. 
Ms. Botz is the notorious Babysitter Bandit, and the Boss of 
Level Two. 
Sideshow Bob was Krusty the Clown's sidekick. Now he's 
the evil Boss of Level Three. 
Dr. Marvin Monroe is a family counselor who likes shock 
therapy. He's the Boss of Level Four. 
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STRATEGY SESSION 
General Strategies 


Master using the Super Jump. As you get farther into the game, 
you'll be using it more and more. Most importantly, practice 
Super Jumping without shooting your weapon. Otherwise, 
you'll waste lots of ammo. 

Keep an eye on the clock, but don't worry about it too much. 
If you die, your time will reset and start over again. 

Jump on everything in sight. There are things hidden all 
over, and most of them are uncovered by your jumping antics. 

Whenever someone walks onto the screen, use your X-Ray 
Glasses as quickly as you can. If the person is really a Mutant, let 
'em have it! If you jump onto someone who isn't a Mutant, 
you'll take a hit. 


Level One: The Streets of Springfield 


Okay, man! Get started by walking next 
to the purple trash can. This isn't an 
ordinary trash can. It's like a trampoline! 
Wait until the alien hops to your left, then 
jump on top of the trash can. Hold down 
B to do a Super Jump and leap to the 
right to grab the Krusty Face. If you miss, 
go back to the trash can and keep trying until you get it. You 
want every life you can get! 

Walk to the right until you reach 
the Space Mutant 4 poster with the 
three aliens. Run past each alien when 
it's at the top of its bounce. After you 
pass the third alien, jump onto the top 
of the window. Now use a Super Jump 
to snatch the Spray Can. Don't jump 
too far, or you'll hit one of the aliens! 

Move between the second and third alien, jump straight up and 
give a quick spray. The purple poster will turn red! One goal down, 
23 to go! Move left and back to the trash can. Spray it red, man! 

Move back to the right 
until you reach a phone 
booth. Jump onto the 
booth seat and hit SELECT 
to select your Coins. Press 
START and you'll use the 
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phone by calling Moe. What a goober! When 
the call is over, run to the left. Moe will come 
out of the bar after you. He’s wearing a 
purple shirt! Spray him and run back to the 
phone booth. Jump on top of the phone 
booth before Moe touches you. If he does, 
you'll take a hit of damage. 

Jump onto the clothesline and run to the right. Make the 
sheets fall onto the purple objects. Then move back to the left 
and fall to the sidewalk. Move 
to the right until you reach the 
bush. Jump at the bush and 
hold down the A button. A 
Krusty Face will fly to the right. 
If you’re holding down A, you 
can run fast enough to grab it 
before it hits the ground! 

Move right and spray the trash can, then bounce up to the 
ledge to get the Spray Can. Drop back down to the sidewalk and 
move right to a group of three aliens. Jump when you're in front 
of the bushes next to these aliens. You'll get two Coins that 
you'll need shortly. 


Get past the aliens 
and walk right to 
Toolworld. Go inside by 
pressing Up. The man 
will ask you what you 
want to buy. Buy one 
Key and one Wrench. 
Then press Down to go 
back outside. 


TOOLWORLD 


Spray the fire hydrant, then 
move next to it and use the 
Wrench. You'll spray the Wet 
Paint away! Cool, man! 


Jump onto the window ledge of Toolworld, then leap over 
to the Wet Paint sign. Jump back to the right, and onto the upper 
ledge of the window. Now you can jump up to spray the 
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flowerpot. Move right and fall back down. Go into Mel’s 
Novelty Hut. Buy one Cherry Bomb and six Rockets. Yeah, six! 
You'll need them all, dude! 

Jump from Mel's window to his door to his window again, 
and spray the flowerpot. Move past the alien and get the Krusty 
Face before you fall back down to the street. Go into the last 
store, Toys ‘N’ Stuff. You're almost out of dough, but you can 
still afford one Whistle and one Magnet. 

Jump up to the flowerpot and spray it, then 
move right to get the Spray Can. Watch out for 
the aliens! Move to the right until you're in front 
of Candy Most Dandy. Spray the trash can and 
use it to jump up to the windows. Knock the can 
of paint off the ledge, then jump past the alien 
onto the ledge with the flowerpot. 

Spraying this pot's a bit tricky. Inch to the left until you fall 
onto the canopy above the door, then face right, jump and spray. 
Tough, man! Now fall to the sidewalk and move right until you 
reach the pet store. 

Jump onto the win- 
dow, on the left side, 
and use the Cherry 
Bomb. You'll scare the 
purple bird away from 
the window! Now 
jump up to the flower- 
pot for some spraying 


action. Only seven goals left! 
Move right 'till you reach a Keep 
Off sign. Yeah, right! Jump onto 
the grass and move to the right. 
When you jump off the grass, a 
purple cop will appear. Spray 
him and then run to the left 
before he nabs you. 

Move back to the right until you 
reach the statue of Jebediah Springfield. 


Check out the picture to see where to stand. 
Make sure you're just one step right of the 
line in the sidewalk. 
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Then use a Rocket. You'll have to move to the 
right to shoot the Rocket. It will hit the 
purple bird and make it fly away! 


Jump around the bushes next to Jeb to find a few coins, then 
get onto the skateboard and head to the right. Get ready to leap 
over four pairs of vicious little mutts. After that, you'll have to 
skate past eight heinously placed aliens. 

When you pass the eighth alien, move 
to the bottom of the screen and skate to the 
right as fast as you can. As you go, you'll 
be attacked by Jimbo, skate thrasher and 
bogus dude! When Jimbo gets close, jump 
over him. You'll need to jump two or three 
times before he stops attacking. Finally, 
you'll reach the sidewalk blocker. Jump off 
the board and move to the right. 

Spray the fountain and walk right until you're underneath 
the right side of Barney's Bowlarama sign. Face left and shoot a 
Rocket at the sign to light it up. Move right. 

When you reach the 
Kwik-E-Mart, move to the 
location shown in the pic- 
ture. Make sure you're one 
step to the right of the crack 
in the sidewalk, facing left. 
Shoot a Rocket. It will hit 
the E in the sign, and a 
Krusty Face will pop out. 
Jump to get the Face and 


three extra lives! Also, hit 
SELECT until you see a brand- 
new option: Sound Test! You can 
hear all the sounds in the game! 
Radical, man! 

Spray the fountain and move 
in front of the Springfield 
Retirement Home sign. Move so 
that you can just see the edge of a 


222 


The Simpsons 


purple window on the left side of 
the screen, then shoot a Rocket in 
that direction and keep walking 
even after you shoot the Rocket. 
You'll knock out the window! Use 
the same technique to shoot out the 
window on the right! You’ve 
achieved 24 goals! Time to go to 
the right! 


When you reach the last window of 
the home, use the Whistle. Grandpa 
Simpson will pop out of the window 
and start throwing Coins! Catch as 
many of the coins as you can. Then 
move to the right until the Boss appears. 
It’s Nelson! 

If you collected all the letters, Maggie will be here, rolling bowl- 
ing balls. But you won't want her help whether she’s there or not! 

Press B to throw water balloons at 
Nelson. If he throws one at you, jump 
over it and start throwing again. 
Don't jump to hit Maggie's bowling 
balls. If you do, Nelson may throw a 
balloon that hits you when you land. 

When you hit Nelson enough, he'll fall off the screen! 
You've beaten the first level! Cool, man! 


Level Two: The Springfield Shopping Mall 


Getting the hats on this level is pretty easy, so we won't talk 
about that too much. Just remember to grab any hats you see! 

Move to the right. Your first obstacle will be a bouncing 
donut! Let the donut bounce over you. After that, you'll have to 
scoot under two donuts! No problem! You'll come to three 
bouncing white objects. Use the Super Jump to pass them. After 
a few more donuts, you'll reach a patch of cement. 

Jump onto the first candy bar, then leap 
up to the second one. Now jump straight 
up three times. After the third jump, you'll 
float across the cement! That's good, 
because otherwise, you'd have to jump 
across the lollipops, which is very tough. 

Get the Krusty Face and jump onto the 
ashtray to get a Coin. Move right to reach the P mm 
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candy canes. You'll need to run under most of the canes, and jump 
over a few others. Take your time! Get past them and you'll have a 
final obstacle; two aliens and a white object. Super Jump when the 
alien and white object are bouncing up. Time for the first Boss! 

To beat this Boss, jump on his head three 
times. Don't jump when he's throwing candy, 
or you may bounce off his head and hit the 
candy. After the third hit, the Boss will leave 
behind Proof. Pick it up and move to the 
right. Get the hat and go up the escalator. 


The first ene- 
my on this floor is 
a pair of sneakers! 
Super Jump over 
the sneakers, but 
stay next to the 

ashtray. Move to 
the center of the tray and hold down until you appear in a secret 
room with five hats! Get all the hats, move back onto the tray, 
and push down until you reappear in the Mall. 

Run to the right. Super Jump over the sneaks, and step on 
the ashtrays to get Coins. You'll find a Krusty Face just past 
three gray shoes. Then you'll be attacked by yellow shoes. Let 
them bounce twice, then Super Jump over them. 

Watch out for the boots! Move close to them 
until they stomp the ground, then run under 
them when they're moving back up. Pass all 
three boots and move on. What's next? Spring 
shoes! Just run under them. 

You'll reach the second Boss. He's in a really 
big shoe, man! Like the first Boss, you have to 
jump on his head three times. Wait until he jumps 
and lands, then clonk his head before he jumps 
again. Don't be squished under the foot! Beat the 
Boss and run right to the escalator. 

There are lots of aliens 
at the beginning, but they're 
easy to pass. After them, 
you'll be attacked by top 
and bottom halves of a 
> woman who's been sawed 
in half! Gross, man! Jump over the bottom halves, and run 
under the top halves when they bounce. 
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The magician’s hats are next. 
Super Jump over them. Watch out for 
the alien in between the two groups of 
hats. Keep going to the right, past the 
floating hankies, until you reach a 
cement patch. Jump from wand to 
wand. Jump straight up on the last wand and a Jebediah Head 
will fall onto the screen! Jump back to the left and get it, then 
jump right onto the sidewalk. Run to the right before the Head 
wears off! If you don't make it, you'll have to jump through the 
floating hoops. 

The magic wands are a lot like the candy canes. Get past 
them the same way. Run to the right, and to the final Within- 
Level Boss. He's almost the same as the first Within-Level Boss, 
except that he disappears and reappears instead of running back 
and forth. Three jumps to the head will defeat him. Move to the 
right. If you don't have enough hats, go back to the left and 
collect them, then return here. Go up the escalator. 

Move to the right until Ms. Botz appears! You 
should almost certainly have Marge helping you. 
It's hard not to get her help on this level! 

Dodge Botz's suitcases as they fall, then jump 
on them to knock them back up at her. Hit her 
with her own cases! If Marge is helping, she'll 
throw rocks that knock away a lot of the cases. 
Hit Botz with five suitcases and you've finished 
the level! 


Level Three: Krustyland Amusement Park 


This is another level when achieving the goal is easy. There are 
more than enough balloons to pop. When you see one, pop it by 
touching it or shooting the Slingshot at it. 

Jump onto the tent to pop the two balloons, then move to the 
right until you reach the first game booth. You'll have to run 
underneath the bouncing dude first, of course. 


Push Up and you'll be able to play the game. 
You have to hit three in a row. The easiest 
way to win is to hit the three targets at the 
top. Jump as high as you can, and throw at 
the top of the jump. 
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When you win the game, a Krusty Face will appear for you to 
take. Jump up and get it. Too bad you can’t play the booth 
again! Move right to the next booth, the Wheel of Chance! 

Stand next to one of the numbers 
and use your Magnet. Then Press Up 
and select the number you're standing 
next to. Thanks to the magnet, the 
Wheel will stop on your number and 
you'll win a Krusty Face! Move right to 
the next game. 

In this game, you have to pop three 
balloons of the same color. Sometimes you 
have to pop red ones, sometimes blue 
ones. You'll have to have good control of 
your jumps to win this game. Try hitting 
the balloons at the top first, then hitting the 
ones in the middle. Hitting the balloons in 
the lower row is way too hard, man! 

The last booth is the one with three 
lines. It's a shooting gallery! Aim for the red 
ducks before the other targets. 


Red Ducks give you the most points. Get 100 
points before you run out time to win the last 
game, and another Krusty Face. 


Run, and we mean run, to the right. 
You have to scamper past the bombs of 
Adil, a bomb-throwing enemy! Look closely 
at the teddy bears and you'll see a 
Slingshot. Jump to get the sling, then shoot 
Adil with it! 


Move to the right, and watch out for a 
quickly-walking guy. You can't jump on 
his head, but he'll damage you if he hits 
you! Get onto the ladder and start 
climbing up. Keep going until you reach 
the top. Adil is back! Move onto the 
platform below him and shoot him, then 
move onto the platform where he was 
standing. Jump to the left! Long fall, man! 
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Aim to hit the left side of the pink plank. If you 
do it right, you'll ring the bell! If you miss, climb 
up the ladder and keep trying until you make it. 


When you ring the bell, a Jebediah Head 
will appear next to the teddy bears. Take the 
head and run to the right, collecting the 
Coins that fell down when you rung the bell. 
When the Head wears off, move to the right. 

You'll have to run past another bunch of 
bombs! Who’s this person? Don’t worry, just 
shoot the target to dunk her into the pool! 
Cool, man! Move to 
the right, and jump 
to get the Slingshot. 
Keep gathering and 
shooting balloons 
as you run right 
until you enter the 
Fun House! — 
Opening all the doors is tough, 
man! If you do it, you'll make four 
balloons appear for you to touch. If 
you don't, it's okay. You'll just need to 
pop a few more balloons with your 
Slingshot later. Move to the right and 
Super Jump over the gap to the pipes. 


Wait for the first pipe to start blowing, then jump 
over it. You'll float on the air! Float to the right, from 
pipe to pipe. Don't move too fast or too slow, or 
you'll fall out of the airstream and eat it, dude! 


When you pass the pipes, run to the 

right until you reach a series of platforms. 

Jump up the platforms. They'll lead you 

across Krusty's face! Look for the red 

platform in between Krusty's eyes. Jump 

N onto the platform and it will float down. 

|] Move to the right side of the platform. 
The platform will float down to just 
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above Krusty’s lip, and another red platform will appear to the 
right of the lip. Jump over to this platform, and then quickly 
jump to Krusty’s lip. If you take too long, the red platform will 
disappear and you'll fall! 

Get the Krusty Face, then jump straight up on the lip. You'll 
go into a hidden area! Run to the right and gather all the Coins, 
then go through the door to come back out onto Krusty's lip. 
Jump over to the red platform, then jump right again to yellow 
platforms. Run to the right and get out of this Fun House! 

Move to the right until you reach the Ferris wheel. This is a 
tough jump! Try to jump at the left side 
of the Ferris wheel, where the cars are 
moving up and off the screen. If you 
land, face to the right and hang on! 

There's a Krusty Face up here, but 
don't bother going for it. You need to be 
very lucky to land on a car after 
jumping for the Face. Just keep riding 
until you reach the right side of the 
wheel, then jump over to the tent. 
That's better—and safer! 

Move to the right. If you've got all 
the balloons, read on to the next para- 
graph. If you don’t, use the Slingshot to 
shoot balloons as they float onto the 
screen from the right. When you get all the balloons, move to the 
LEFT—not the right—until the Boss appears. 

It’s Sideshow Bob! If you managed to spell out Lisa’s name, 
she'll be above you, dropping bowling balls onto Bob's head! 


To beat Bob, jump onto his feet! Watch out for him when he 
jumps, then stomp his footsies when he lands. He'll hop up and 
down in pain, then start jumping around again. Repeat your 
stomping routine until Bob's busted! 
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Level Four: Springfield Museum of Natural History 


Here it is, dude, the hardest level of the game. Get ready for 
some majorly tough action! 

Move to the right and jump over 
the laser. Keep going until you reach a 
glass case with a Krusty Face inside. 
Jump up and down on the case three 
times to cause the Krusty Face to 
bounce out! Now jump to the left, onto 
the picture frame. Jump again to the left 
to get the Dart Gun. 

Face to the left. You should see the edge of an exit sign to the 
left. Jump up and shoot it with the gun. Drop down to the ground 
and move to the right until you reach a group of four lasers! To 
get past these lasers, run to the right just after the top laser turns 
off and the bottom laser turns on. It takes good timing! 

After you pass two laser groups, you'll find a glass case 
with Coins inside. Get on top of the case and jump up and down 
until three Coins come out of the case. Then shoot the exit sign 
to the right before you drop back to the floor. 

To pass the final laser group, walk to the right just after the 
top laser goes off. Don't run or you'll hit the bottom laser. Walk 
and you'll make it. 

Jump over the spiders and jump onto the lower branch of the 
tree. Wait for a dragonfly to buzz onto, and off, the screen. Jump 
onto the high branch and Super Jump to the left to get the Dart 
Gun. Return to the tree and move onto 
the branch on the right. Super Jump over 
to the second tree, then Super Jump a 
third time to reach the final tree. See what 
we meant by tough? 

Watch the water and look for an 
alligator to poke his head out of the water. 


Jump onto his head and ride to the right. 
When you see another 'gator, jump to 
him. A rock will fall from the top of the 
screen. You'll have to jump over it and 
land back on the 'gator again. 
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After two more ‘gators, you'll reach the 
right side of the lake. Jump over the spider and 
move quickly to the tree. A monkey’s throwing 
bombs at you! Jump into the tree and shoot the 
monkey three times to get rid of him. Use a 
Super Jump to get the Dart Gun. 

Super Jump to the right, from tree to tree, 
over the quicksand. Now you'll have to run past 
a group of huge bugs! Take it slowly and run 
underneath one at a time. - 

It's time for a Within-Level Boss, the Man- 
Eating Plant! He's almost too easy, man! Just 
run behind him and jump on his head three 
times to kill him. Then stand on his neck and 
shoot the exit sign to the left. Then jump to the 
right over the laser beam. 

Jump onto the glass case and jump up three 
times to get the Jebediah Head. While you're 
invulnerable, move to the left and shoot the exit 
sign, then move to the right until you reach a 
case with a Krusty Face. Do the triple jump to 
get the Face, then Super Jump to the left to get 
the Dart Gun. 

Jump onto the picture to shoot the exit sign to the right. 
Drop back to the floor and move past the laser (remember to 
start walking just after the top laser goes off). 

When you walk on the first brick, it 
will turn red. Wait until another red brick 
appears, and jump to it. You won't need to 
use Super Jumps; regular jumps will do 
fine, man! Keep jumping from red brick to 
red brick. If you miss, you'll lose a life 
: - instantly. So don't miss! 

After you get past the red bricks, p 
you'll have to jump past the stone 
bloeks. Hold down the B button, 
because you'll need Super Jumps to 
jump from block to block. Ghostly 
hands will shoot from the bottom of 
the screen, but as long as you stay in 
the middle of the blocks, the hands 
can't get you. When you see a gray 
ledge, Super Jump over to it. 
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You can use the regular jump to get over 
these snakes, but you may want to Super 
Jump and play it safe. It’s up to you. 


After the fourth snake, you'll have 
to pass three spikes. Jump over each 
spike when it's lowering. After you 
pass the third spike, you'll be in a 
strange room with a brown pillar on 
the floor, and bugs falling at you from 
the top of the screen. 

Jump at the heads of the Egyptian 
dudes to reveal ankhs. Grab these 
ankhs before they bounce off the screen. 
Every time you find and collect an 
ankh, the brown spot will grow a little 
higher. You have to get six ankhs before 
the pillar reaches its maximum height. 

Now jump onto 
the pillar. It will 
start to collapse, 
and rocks will fall from the top of the screen. 
Dodge the rocks until they stop falling, then 
move to the right. Get past the spikes, then 
jump past the two dogs with Super Jumps. 

Boss time! This Boss is a mummy! Jump 
over the bandage balls it shoots at you, and 
hit it in the head. Hit it three times and it 
will collapse into a 
bandage ball itself! Move to the right, 
past the laser groups, until you reach 
the Jebediah Head. Triple jump to get 
it, then get the Dart Gun to the left. 

Move to the right to find a Krusty 
Face and Dart Gun. Get them both. 
Stand on the picture frame of the Dart 
Gun to shoot the exit sign to the right. 
You should have achieved the goal. If 
you haven't, you weren't reading 
closely enough! 
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Pass the laser group and 
run to the right until you reach 
the gross river. Wait on the 
bank, dodging the rocks, until a 
rock floats down the middle of 
the river. Super Jump to the 
rock, then Super Jump again to 
the opposite side of the river. 

Run to the right until you reach the tar pit. Super Jump onto 
the left side of the first bone. Don’t go too far to the right or 
you'll fall into the tar. Super Jump to the next bone, and this 
time, stay on the right side of the bone. 


Jump onto the floating 
skull. A pterodactyl will fly 
at you from the right. Jump 
over the 'dactyl and land on 
the next bone. Jump to the 
next floating skull, and jump 
over the next 'dactyl. 

Things get trickier now. Jump to the third skull, then two 
bones to the right. Jump left one bone and let the 'dactyl fly 
past you. Jump right again, until you're on the first bone past 
the fourth skull. Wait there until a ‘dactyl appears and flies off 
the screen. Jump onto the last skull and back onto solid 
ground! Whew! 

Move right to face the toughest Within-Level Boss. It's the 
dinosaur! Beating him is very tricky. Here's how! 


Jump up the ledges until you're level with the dinosaur's head. Super 
Jump onto the top of the dinosaur's head, just above his eyeball. When 
you bounce, aim to land on the dinosaur's head. 
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Stand on the head until the dinosaur exhales a fireball. Jump 
back over to the ledge on the left, then jump onto the dinosaur’s 
head again. You need to bop the ‘saur three times to defeat him. 
It may take a lot of tries, and a lot of lives, but hang in there! 

When you hit him a third time, the screen will scroll to the left. 
Run down the dinosaur’s back and Super Jump over to the ground. 
Run right and into the museum. You'll have to pass a few more 
lasers before you reach the End-Of-Level Boss, Dr. Marvin Monroe! 

Marv’s a real wimp compared to 
the dinosaur. Just jump over his electric 
balls and hit him on the head! If 
Homer’s helping you, he’ll drop 
puddles that absorb the electric balls. 
Even without Homer, Monroe is easy to 
beat. Right on, man! You beat the 
hardest level! 


Level Five: Springfield Nuclear Power Plant 


If you've made it this far, you'll find this level almost too easy. 
The challenge isn’t in getting past the aliens, it’s finding all the 
Power Rods. 

Here’s a map that gives the approxi-mate locations of all the 
elevators, stairs, and 15 Power Rods. Each Bart shows the location 


Floor 5 


Floor 3 


Floor 1 
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of a Power Rod. The vertical lines on 
each floor are walls. Plan your route 
carefully and mark off Rods as you 
collect them. We haven’t marked 
where to find Donuts or Krusty Faces. 
You'll have to find those on your own. 
Remember, you can only carry four 
Power Rods at once, so visit the 
basement often to drop off the Rods. 

Whenever you use the Donuts, Homer 
will come onto the screen and kill everything, 
before taking the box of Donuts for himself. 
Whenever you're in an area that you don't 
think you can get past, use a box of Donuts to 
kill the aliens. 

There are electronic doors on each level 
that can only be opened with the correct combination. If you 
find Lisa, she'll tell you the combo, but you don't really need her 
help. Just press Up and B rapidly to try out every number. You'll 
stumble onto the correct combo pretty quickly. 

When you find the fifteenth Power Rod and take it to the 
basement, you'll only have one left to get. Where is it? Here's a 
hint—one of the Simpsons knows. If you can't (or don't want to) 
figure it out, check The Secrets! 


SHH... THE SECRETS 
The 16th Power Rod 


There isn't a 16th Power Rod! What you have to do is wander 
around the Power Plant until you find baby Maggie! She's in a 
random place every time you play, so we can't tell you where to 
find her. We do recommend that you search the areas around the 
elevators first. When you meet up with her, she'll take you 
down to the basement. Then sit back and enjoy the show, dude. 
You've earned it! 


Purple Person (Level One) 

If you follow the Strategy Session, you 
won't need to worry about this, but it's 
fun to try anyway. Wait next to the movie 
theater until the timer hits 400 or 200. A 
boy scout dressed in purple will walk out, 
and you can spray away. 
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Hidden Warp (Level Three) 

When you make it to the last tent (on the right side of the Ferris 
wheel), jump onto the window and push the controller down. 
Now you can warp to every tent on the level. But why is this at 
the end of the level instead of the beginning? Bogus, man! 


TA COIN/ THAT KID fj HELLO? HELPLING? 


MUST HAVE WHAT DOI 
. DROPPED IT/ READ NINTENDO GAMES 
» SECRETS, OF COURGE/ 


$ CLICK: 
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Skate or Die 2 


Distributor: Electronic Arts 
Game Type: Arcade Action 


THE SERRCH FOR 


DOUBLE. TROUBLE .. 
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& 1990 ELECTRONIC ARTS 
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WHAT’S GOING ON? 


It was a beautiful day in your radical hometown of Elwood. You 
were thrashing along on your skateboard, looking for some 
freestyle action. Then Icepick, the most uncool dude in town, 
called you a poseur. You turned around to yell back an insult. 
Too bad you didn’t see the Mayor’s wife ahead of you, walking 
her dog. One most uncool collision later, Fifi is history and the 
Mayor's wife is most upset. 

She's declared war on skateboarding, and she wants a 
showdown with you. No problem! All you have to do is find 
her. But things get hairier after that... 


PLAYERS 


Skate or Die 2 allows only one thrasher at a time. 
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SCORING 


Points are most unnecessary in this game. Instead, you get a timer 
that tells you how long you've been playing. The less time it takes 
you to complete the game, the better you are. Simple, dude! 


If you want to play for points, try the Ramp. This colossal 
construction is every skater's dream. You get an arsenal of 
moves to shred with. Go for it! 


LIVES AND CONTINUES 


You start out with one life and 16 Life Points. Every time you get 
hit by (or skate into) a poseur or a weapon, you lose a Point. 
Lose all your Points and Elwood is skateboardless for all time. 
Most unpleasant. 

The excellent news is that if you're on Level 2, 3 or 4, you 
can continue endlessly, and you get to keep everything you 
accumulated in your last game. The bogus catch is that an hour 
is added to the game timer each time you continue. 


CONTROLS 


Directional Pad Pause Jump 


Use The Rad Pack Fire Weapon 
Execute Move 
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WEAPONS 
There are three ways to battle bogusness. 


Eggs double as a breakfast food and as a most dis- 
gusting projectile. 

M-80s are the best firecrackers on the Elwood scene. 

Paint gives a little color to your enemies. Every paint clip 
you have is worth 16 shots. 


SPECIAL ITEMS 


Some items and weapons are just lying around for you to pick up. 
If you want a most excellent amount of stuff, shoot your enemies. 
Sometimes, they'll leave behind a Tune, Munchie, or Paint Clip. 


Tunes and Munchies are what you swap with Rodney and 
Lester to get rad equipment. There are four fabulous items in 
this category: Cassette Tapes, CDs, Chili Fries, and Tacos. 
Happy Faces recharge eight Life Points (the Life Meter has 
16 points total). 

The Pages are on the beach of Level Three. Grab all 16 of 
them before they blow off the beach. 

The Building Permit is on Level Four. Without the Permit, 
you can’t build the Ramp. 


FRIENDS 
You've got three buds in Elwood. 
Rodney is the grand old man of 


skateboarding. He'll trade you awesome 
new boards for Tunes and Munchies. 


Lester is Rodney's son, and the best 
skater in Elwood. Run into him and 
he'll teach you radical moves — if you 
cough up Tunes and Munchies. 
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CJ's your excellent girlfriend, and an 
excellent skater. Icepick’s been looking 
at her pretty weird lately... 


ENEMIES 


Some people just don’t like skaters. Hey, you can’t help it if 
you're too cool for words. Each Level has some heinous dudes 
to watch out for. 


Level One 


The Mayor's Wife wants to have your hide. You've gotta 
beat her before you can go on to Level Two. 

Punching Gators live in the sewers. Nuke ‘em with your M-80s. 
Ravenous Pitbulls have an uncanny resemblance to the 
Mayor’s wife. Their bites are almost as painful as her bark. 
Sewer Rats are mutated rodents. Catch some air and smush 
them. Gross, but most effective. 

Skaters are skaters, but they're out for you. Shoot them with 
the paint and scarf up the items they leave behind. 


Level Two 


Officer Renckley is mall security. Very antisocial. If he sees 
you skating, make sure you’re going slow and smooth, or 
else he'll grab you and make you lose time. 

Zombie Shoppers live to shop and shop to live. 


Level Three 


Buff Dudes are buffed, all right. But shoot them with some 
paint and see how wimpy they really are. 

Crunchy Crabs are quick and mean. You can squash ‘em, 
but your timing better be rad. 

Mad Gulls swoop down and try to rip off your Tunes and 
Munchies. Duck down and they can’t get you. 

Rollerskaters are total airheads. Give them room or they'll 
bash right into you. 
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Level Four 


Icepick is the lamest of the lame. And he's captured CJ. 
Teach him who's boss. 
Icepick's Gang is big and bad. They're loaded with paint guns. 


STRATEGY SESSION 


General Strategies 


Learning how to skate takes a while, so take your time and get 
the feel for your radical wheels. Get used to executing moves 
and steering around. If you can't pull off your moves like a pro, 
you'll be doing some serious face plants. 

Don't pay attention to the timer. Getting from one level to 
another is more than enough to worry about. If you're really in a 
score-points mindset, do some thrashing on the ramp. 


Level One: Mad Dogs in the Streets 


Most Excellent Strategies 

Your first goal on this level should be to move up to a better 
board. The board you start with is mucho slow, and can't jump 
higher than a flea. To get a 
rad board, you have to find 
Rodney and bump into him. 
Here's a tip: Stay on the 
street, because that's where 
Rodney skates. 

You have to trade with Rodney twice. The first time you 
trade, he'll give you the Slipstream board. This is a decent board, 
but you can't get some of the more radically placed items. For 
that, trade with Herr Rodney again and you'll be shreddin' on the 
Rocket board. This is the best board you can get for a while, dude. 

Once your board is hot, look for Lester to get the killer 
moves. You need to scam three moves off the Lestermeister. He 
wants more stuff than Rodney does, so you'll need to collect 
more! If you can't find any more Tunes and Munchies on the 
street, you have to start shooting the Skaters with your Paint 
Gun. Don't worry about wasting ammo; some of the Skaters drop 
Paint Clips, so you should always have a most adequate supply. 

Okay, you've got rad moves and a rad board. Time to take 
on the Mayor's Wife! She's in a building about halfway between 
the left and right edges of the street. Skate into the building and 
skate down to her. 
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First, stay at long range and attack Pruneface with Eggs. 
When you're out, switch to the Paint Gun and start shooting. 
Stay as far away as you can, so you can duck or jump over her 
rolling pins! Rolling pins? How uncool! Paste the Wife enough 
and she'll make like an M-80 and explode! Excellent! 


Most Excellent Secrets 
Mayor's Wife: When 
you're fighting the 
Wrinkled One, it's 
possible to line up with 
her so that she can't hit 
you with her weapons, 
but you can hit her with 
yours! You've got to be 
perfectly positioned. If 
you're even remotely 
off, she'll nail you. 


Punching Gators: Use the Eggs or M-80s on the Gators to turn 
them into most excellent handbags! 


Ravenous Pitbulls: If you're on the Pokey board, you have to 
jump onto something to get away from them. With the 
Slipstream or Rocket, you can jump over them. 

Rodney and Lester: If you don’t get both boards from Rodney, 
he won't appear in Level Three (when you need him!). Lester will 
be a Level Three no-show if you don't get all three moves. 
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Level Two: Money in the Mall 


Most Excellent Strategies 
How heinous! You've actually had to get a job. But you still get 
to skate, right? You can handle. 

Your job is most simple: Skate from one store to the next as 
fast as your rad wheels will take you. If you get to your 
destination early, you'll get a tip of Tunes, Munchies, or 
weapons. If you're late, you'll get a disapproving scowl. If 
you're late for three deliveries, it's all over. 


Okay, so where will you skate? If you haul at the top of the 
mall, in front of the shops, stay ducked down. This way, you 
can plow through the Zombie Shoppers without getting 
knocked out. But if Officer Renckley sees you totalling a 
Zombie, he'll chase you down. And if he gets you, you'll lose 
most serious time. 


If you stay at the bottom of the mall, a bunch of Skaters will 
go after you with Paint. You can defend yourself against their 
heinous attacks, but don't change course to pick up any items 
they drop. It's a waste of time if you do. 

Make enough deliveries and you get the money you need 
for the Building Permit. All right, dude! 


Most Excellent Secrets 

The Elwood Mall is a two-floor bonanza of buying. You need to 
jam to make your deliveries on time. But how are you supposed 
to know where the stores are? Check out the map below. It 
shows all the stores on each floor, from the left side of the Mall 
to the right side. 
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Tall Stout and 
Deformed Clothes 


Pricey Gifts 


William’s Nut House 


Minnie Shoes 


Margestrom 


Kafka’s Candies 


The Taco Pit 


Stiller’s Outpost 


Royandale Pet Center 


Wheremouse Records 


Pup’s-On-A-Pike 


Rhinestone Jewelers 
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Cafe Skarfe 


Floorshine Shoes 


Frisky Yogurt 


Royandale Cinemas 


Pizza-By-The-Ton 


Pathos Fashions 


Salon D'Albino 


1 Minute Photo 


Right 


Wumpus World 


Right 
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Level Three: Blowin’ Along the Boardwalk 


Most Excellent Strategies 

This Level’s tricky, dude! You have to gather all the Pages, but 
you don’t want to get them all until you swap with Rodney and 
Lester. What to do? 

First, thrash to the right until you make it to the end of the 
beach. If there are Pages along the way that you can't get, don't 
worry about it. Sooner or later, they'll blow back onto the 
sidewalk for you to scarf up. 

Once you take care of the pages on the right side of the 
beach, you can start working your way back to the left. Try to 
bump into Rodney and Lester along the way. 

Rodney’s got two more boards: the Afterburner and the 
Hangtime. The Afterburner is most optional, but the Hangtime 
is a must buy. Don’t leave this Level until you get it. 

Lester has three moves. None of them are required, but the 
720 Kickturn will crunch Crunchy Crabs. Just be sure to buy the 
Hangtime board before you go for the moves. 


When you need Tunes and Munchies, shoot some Paint at a 
Buff Dude. The Paint will cause him to over-buff and blow up. 
Gross, dude! 


Level Four: Rooftop Mania 


Most Excellent Strategies 

Duck, duck and duck some more. 
As long as you stay down, the 
Gang members can't shoot you 
with their Paint. Don't bother 
shooting them unless you want 
(or need) some more Paint Clips. 
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Most Excellent Secrets 

Here are maps for every floor of the warehouse. You should be 
able to plot your course most easily now. Make sure you get the 
Permit before you go up to the roof to rescue CJ. 


Level 1 


Level 2 
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Level 3 


Level 4 


Icepick is pretty easy to beat. Use your Hangtime board and get into 
the middle of the screen. When Icepick charges you, leap over him. Then 
blast him with the Paint. Excellent! 
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SHH... THE SECRETS 


Infinite Boards On The Ramp 

At the start of the skating session, move your skater to the back 
of the ramp. When the skater scratches his head, press START 
twice, then SELECT. You should hear a strange tone. Now 
thrash to your heart's content. You'll get 10,000 points at the end 
of the session for having all your boards. 


WAY. LETS SEE THEM 


TRY TO GET PASSST ME: 


TE - 
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Super Mario Bros. 3 
(Part 2) 


Distributor: Nintendo 
Game Type: Arcade Action 


This chapter covers worlds 5-8 only. 
The first part was covered in Nintendo Games Secrets Volume 1. 


WHAT'S GOING ON? 


Your old nemesis Bowser is back and he's brought his seven 
kids along with him. They're causing trouble in the Mushroom 
World where they've stolen the royal magic wands and turned 
the seven kings into animals. Get those wands back and restore 
peace to the Mushroom World. You'll need to work your way 
through the different stages and maps of each kingdom. In the 
end, you'll restore all the kings and finally defeat Bowser and 
his nasty offspring. 

You're Mario (and Luigi in the two-player game). These 
guys have some new tricks up their sleeves. Mario can become 
Super Mario if he gets a mushroom. Super Mario becomes Fire 
Mario if he gets the Fire Flower or Raccoon Mario if he gets the 
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Leaf. Mario can also become Frog Mario by finding a Frog Suit 
or Tanooki Mario (a kind of teddy bear who can change into a 
statue) if he finds the Tanooki Suit. 

Fire Mario shoots fireballs which come in handy in several 
areas, but it’s Raccoon Mario who really makes this game fun. 
That’s because Raccoon Mario can fly by wagging his tail very 
fast (with a good running start, that is). 


PLAYERS 


Play with one player or two players alternating. In the two- 
player game, you compete with each other for territory by 
playing a mini-game of the original Mario Bros. from the 
arcades. This is an added bonus for fans of that original game. 
Two other mini-games are also randomly presented. 


SCORING 


There are lots of ways to score points. You score points when 
you defeat enemies and at the end of an action stage when you 
have time left over. You can also score points by playing the 
memory matching game. But of course points are meaningless 
unless you save the kingdoms. 

As you progress through each action stage, it is marked with 
an M (in the two-player contest, it may be marked with an L if 
Luigi won that stage). 


LIVES AND CONTINUES 


You gain an extra life for every 100 coins you collect. You also 
get extra lives by finding the hidden 1-Ups, and by collecting 
cards at the end of each stage of the game. If you collect three 
mushroom cards, you get two Marios. Three Flowers gets you 
three lives, and three Stars gets five lives. Any other 
combination gets one life. 

There are several kinds of Marios. Small Mario loses a life if 
he’s touched by an enemy or enemy weapon. Super Mario 
becomes Small Mario if touched. Fire Mario or Raccoon Mario 
become Super Mario if they’re touched. Each stage is timed, and 
you'll lose a life if time runs out. 

You can continue when you run out of lives, but all Action 
Panels completed for that world are reset, and you start from the 
beginning of the world. 
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CONTROLS 


Enter Doorway Switch To Subscreen Attack 
With A: Jump From Water 
Enter Upside-Down Pipe 


Squat 
Enter Pipe 
Slide Down Slope 


Walk Left Or Right : 
With B To Run Use Selected Magic Jump 


WEAPONS 


Mario uses different weapons and techniques depending on 


which Mario he is. 
Small Mario can only use other enemies to his advantage. 


For instance, he can pick up a Koopa and throw it at another 


character or a block he wants to break. 

Super Mario can break blocks above him. 

Fire Mario can shoot fireballs and do everything Super 
Mario does. 

Raccoon Mario can use his tail to hit blocks and enemies, 
and he can wag his tail to fly (after a running start). 


Any Mario can grab a Koopa and run with it. Then he can Kick it 
into an enemy (or a group of them) or into a block to break it. 


You'll use this technique many times during the game. 


Another new technique is to slide down a slope, kicking 


your enemies along the way. 
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SPECIAL ITEMS 
Super Mario Bros. 3 has more special items than ever. Here’s a list: 


The Super Mushroom changes Mario to Super Mario. 

The Fire Flower changes Super Mario to Fire Mario. 

The Super Leaf changes Super Mario to Raccoon Mario. 

The Frog Suit changes Mario into Frog Mario to swim fast. 
The Tanooki Suit changes Mario into Tanooki Mario to 
change into a statue. 

Jugem's Cloud lets Mario skip a scene. 

The Magic Wing lets you fly through a scene until you meet 
an enemy. 

The Starman item gives you temporary invincibility. 

Use the Hammer to break rocks that block your way on the 
map screen. 

Use the Music Box to send characters to sleep on the map screen. 
Use the Magic Whistle to warp to new levels. 

Use the Anchor to stop the airships. 


You can carry up to 28 special items, but the 29th item will replace 
the 28th. Use these items when you are on the map screen. 


In addition to the special items, there are several kinds of blocks. 


Ordinary bricks are breakable (by Super Mario or one of 

the more powerful Marios). Sometimes ordinary bricks 

contain secrets. 

Question Blocks contain secrets. Hit them to find out what. 

Switch Blocks can change ordinary bricks to coins. Reap 

rich harvests if you can find a Switch Block in the right 
lace. 

ps Blocks have musical notes on them. Use them to 

make high jumps. 

Other blocks are unbreakable, but you never know. There 

are even invisible blocks if you can find them. 


FRIENDS 


The king of each world and his servants are your friends, but 
don't expect any help from them. To succeed, you'll have to 
learn how to turn an enemy into a friend. 


ENEMIES 


In addition to the familiar Goombas, Koopas, and the like, there 
are a few new creatures who have come out to play. 
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Para-Goombas are flying Goombas. Jump on them once to 
make them lose their wings. 

Micro-Goombas are tiny nuisances that cling to Mario. 
Press the A button repeatedly to shake them off. 
Para-Beetles are winged beetles that Mario can ride. 

The Firesnake is dangerous because it can pass right 
through many kinds of walls. 

The Fire Chomp shoots exploding fireballs at Mario. 

The Chain Chomp is a nasty character that you should stay 
away from. Good thing he's chained up because there's no 
way to destroy him unless you're invincible. 

Bloober is a squid-like creature you'll meet in the water. It has 
a bunch of babies with it. The Scattering Bloober's children 
will scatter all around. Be careful when swimming near them. 
The Cheep-Cheep is a spiky fish that tries to get in your way. 
The Jelectro is a jellyfish that you may find shocking. Since 
it's invincible, you should give it plenty of room. 

The Lava Lotus grows at the bottom of the ocean and 
releases dangerous lava balls. 

Underground, you'll find Buzzy Beetle, whose new ability 
is to walk on the ceiling. 

Spike throws his spiked balls at Mario. 

Bob-omb walks around harmlessly, but when he stops 
moving, he'll flash and then explode. Don't get too close. 
Rocky Wrench hides on airships. Bop him on the head to 
keep him from throwing wrenches at you. 

Thwomp is a giant block that tries to crunch Mario 
whenever he can. Just stay away from Thwomp. 

Rotodisc uses its two spinning globes to harass Mario. 
Good timing will get you past it. 

The ghost you'll find in the fortresses is called ‘Boo’ Diddly. 
Wonder why? 

Hot Foot is a burning candle that can actually chase Mario. 
How does it do that? 

Dry Bones looks like a pretty sorry Koopa, but don't take it 
for granted. It will always come back to life after a while. 
Stretch hides under the floors and waits for unwary Marios. 
The Venus Fire Trap shoots fireballs from its mouth and 
lives in pipes. Another flower is called Ptooie. It spits 
spiked balls and sometimes walks around. 

Walking Piranas look like friendly flowers, but they aren't. 
(By the way, the correct spelling is piranha, but that's the 
way Mario spells it.) 
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Munchers are black flowers that can’t be defeated. Don’t 
make the mistake of treading on them. 

Boom Boom is the guardian of every mini-fortress. With 
good timing, Boom Boom should be no trouble. Just jump 
on his head three times to defeat him. 

The main enemies of the game are the Koopa family and 
good old dad, King Bowser himself. They think of 
themselves as cool dudes, but with the exception of Bowser, 
you treat them all the same. Like Boom Boom, your goal is 
to be a headache to the Koopa Clan. 


STRATEGY SESSION 
General Strategies 


Master the new moves that Mario has as soon as you can. 
Especially get used to the Raccoon Suit. Also, learn to see where 
something might be hidden. If you see a jump that can’t be made, 
chances are there’s an invisible block somewhere. As usual, get 
used to using Koopa shells to your advantage. They'll be a big help. 

One rule of thumb: If you try to fly up to the top edge of a 
world and the screen doesn’t move, there isn’t anything up there. 

This chapter covers Worlds 5 through 8 of Super Mario Bros. 3. 
For a complete guide to the first four levels, and even more great 
secrets, look for the first edition of Nintendo Games Secrets. 

In this game there are lots of different places. It’s important 
to understand what all these locations are. The best way is to 
examine the map screen. 


Toad's House Action Stage 


Cleared Stage \ 


Hammer Bros. 


Mini-Fortress 
Spade Panel 
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An Action Panel is a numbered location that marks an 
action stage that you have not completed. 

A panel marked with an M or an L is a cleared stage. Move 
through those locations on the map at will. 

The Spade Panel marks the slot machine game. Here you 
attempt to win extra lives by matching the three sections of 
a mushroom (2 lives), flower (3 lives), or star (5 lives). 

The N-Mark Spade Panel lets you play the memory 
matching game for extra points. Keep playing until you 
miss twice. 

Mini-Fortresses are guarded by Bowser’s servant, Boom 
Boom. Beat him to get a magic ball and to unlock the 
locked doors. 

Toad’s House looks like a mushroom. Visit these locations 
to obtain very useful stuff like Jugem’s Clouds, Super 
Leaves, and other special items. 

The Fortress is where you'll meet the guardian of each world. 
Each guardian lives on an air ship. Find your way to his lair 
and jump on his head three times to defeat him and recover 
the wand. 

You'll also meet the Hammer Brothers on the map screen. If 
you run into them along the path, you'll have to fight them. 
Win the battle, and you'll get other special items. The 
Hammer Brothers come in three varieties—Boomerang 
Brothers, Fire Brothers, or Sledge Brothers. Their names are 
self-explanatory. 


World 5, Sky Land 


Action Stage 5-1. There's a power-up in the wooden block at the 
beginning. Get it and see The Secrets if you want to find out 
about the only exciting part of this Stage. If you don't, just run 
through it as quickly as you can. 


Action Stage 5-2. At the 
beginning of this stage, you'll go 
down a pipe. Be careful. It's a 
long drop. If you can wear a 
Raccoon or Tanooki Suit, it's 
easier to drift down and land on 
one of the blocks. If not, be 
prepared to hit the Jump Blocks 
as you come out of the hole. 
There's a long drop if you miss. 


254 


Super Mario Bros. 3 


Explore the area, collecting coins and anything you can find, or 
jump immediately to the right and go up the blocks to the pipe 
at the top. Make your way to the end of this area and through 
another pipe to end the level. 


Action Stage 5-3. Take the pipe shortcut to Action Stage 3. 
Immediately go down the pipe and head left. Get a power-up 
and then move under the next set of blocks (just past the flower 
and pipe). Wait for the Goomba in a sock to jump on the blocks 
above you, then hit the blocks from below. When Goomba falls, 
let the sock fall on you, and you'll get to wear it. 

Sounds pretty gross, doesn’t it? But the sock is really 
Kuribo’s Shoe, and it lets you jump on the little spiny guys, and 
it will also let you explore some dangerous places. Just hop 
along and have fun. And remember, the sock is an extra level of 
protection. If you’re Fire Mario, Raccoon Mario, or Tanooki 
Mario, and you have the sock on, you have to get hit four times 
to lose a life. 

When you can't go any further, go down another pipe and 
head right again. There's a Fire Flower power-up if you want it, 
and some coins. Then get a card and complete the level. 


Mini-Fortress. This Mini-Fortress is deadly. There are a bunch of 
Rotodiscs and Thwomps, and you'll need to have very good 
control. There's a power-up just before the second Thwomp. 
Now maneuver yourself through some very tight spots with 
Rotodiscs and Thwomps. Try to stand on the first Rotodisc and 
duck down until you can jump. If the Ghost gives you trouble, 
lure him away by running over to the left and then turning 
away from him. He'll always chase you if your back is to him. 
Run back to the Rotodisc and then turn and face the Ghost while 
you wait for the right time to jump. 

Past the next Rotodisc and Thwomp, you come to a hard 
jump with a Thwomp at the other end. This jump is very 
tricky, but it can be done. You have to land just on the edge of 
the platform. If you do, the Thwomp will miss you. Once you 
get past this test, it's just a little way further to where Boom 
Boom is waiting. 


Mini-Fortress (The Spiral Castle). I call this one the Spiral Castle. 
It starts easily enough with a power-up and some Rotodiscs. You 
just have to use good timing so you don't get caught by the 
Rotodiscs, get the power-up, and make it to the pipe. 
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Cross back to the left and avoid the Thwomps, then go up 
the next pipe. Look out for the jumping blocks and make it to 
the pipe at the right side. You may be able to get some coins 
from the wall before you jump up the pipe. 

The next jump is pretty easy. Wait until the Thwomp falls, 
then jump to the top ledge next to the center of the Rotodisc (on 
the other side of the spikes). Now fall carefully down to safety 
when the Rotodisc is out of the way and proceed. 

Go up the pipe, find the vine there, and go up another pipe 
to finish the Spiral Castle. 


Action Stage 5-4. This stage is a tricky one full of Rotary Lifts. 
You might want to fly in this level as well. There's some extra 
money available if you know where to look, and it's easier to 
pass the level if you do so. To get by the Rotary Lifts, you need to 
keep moving. If you hesitate, they'll knock you off. At the end of 
this level, there's Cloud Man. Let him throw a few of his balls at 
you before you get your card, and each ball will turn into points. 


Action Stage 5-5. The footing is precarious on the Donut Lifts. If 
you hesitate, you'll fall. So use the safe places. Use Koopas to 
break the blocks, and find the power-ups. Stay light on your feet 
and you'll find everything you need. Then complete the level. 
There are several power-ups in this stage. 


Action Stage 5-6. This stage is tricky. For one thing, the whole 
scene keeps moving. So you can't sit still. It's a little like being 
on an Airship, but you have to get some heart-stopping jumps 
in there, too. 

You can jump on the clouds, but the most fun is to ride on 
the backs of the Para-Beetles. They're a little hard to stay on, 
though. So be careful when jumping from one Para-Beetle to 
another. Use the clouds for safety when you need to. 

After the Para-Beetles, collect the power-up in the Question 
Block and the coins above the Jump Blocks and continue on. 
There's a Pow ahead that will turn blocks into coins, but you 
have to be quick—and careful. Remember, what once were 
blocks will turn to coins, and a missed step can send you falling. 
Also, there's a flying Chain Chomp (what's it doing here?) that 
can really mess up your timing. Using the Pow actually helps 
you here. See what happens to the blocks after the Pow, and 
you'll see how to avoid the Chain Chomp, too. From there to the 
end is a cinch. 
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Action Stage 5-7. When you come to a giant wall of bricks, 
there’s a 1-Up on the other side, but beware of the flower. One 
way to get at it is to break the whole wall down from the left. 
However, if you had picked up the Fire Flower earlier, you can 
shoot the flower and get the 1-Up more easily. Also, be careful 
that the jumping blocks don’t get you. There are three of them. 
Once you get the 1-Up, go down the pipe to a whole new 
world below. Here, you'll find power-ups and stars and lots of 
places to explore. When you're finished exploring the 
underworld, go back up the pipe at the upper right. Get past the 
cannons, the Cloud Man, and the other enemies there and you'll 
complete the level. Just be careful at the end when you go to 
jump for the card. There may be several enemies around you. 


Mini-Fortress. A few hops, and it's down the pipe. Doesn't this 
remind you of Zelda II, the Adventure of Link? No surprise, 
though. The same people did Mario and Link, so some of the 
scenes look borrowed. 

Basically, you'll need good timing to avoid the bubbling 
lava and make it from bridge to bridge. Pick up a Starman and 
a power-up along the way. Wouldn't you love to have Link's 
sword about now? Oh well, you can get rid of Boom Boom in 
the usual way. His timing may have changed, but you can 
adjust to it. 


Action Stage 5-8. Get a power-up at the first set of blocks, then 
proceed forward. Look out for the Cloud Man who appears. 
Keep going forward, but if he gets ahead of you, stop and let 
him go back to the other side of the screen. Then go on. There 
will be opportunities to jump on him, but be careful. And also 
realize that other Cloud Men will appear. Oh well. Find another 
power-up in a high place. 


Action Stage 5-9. In this stage, you simply jump or fly upward 
until you reach the pipe that leads to the end. Watch out for the 
Chain Chomps. Otherwise, this is pretty basic. The easiest way 
to do it is to fly, though. 


The Fortress. It's the same old story. This time the wand is being 
kept on a very well-fortified Airship. If you can get by all the 
artillery, you'll meet another nasty Koopa. Don't get shot while 
you're trying to bop him. That's about all the advice you'll need. 
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World 6, Ice Land 


Action Stage 6-1. Get a power-up and stay clear of the Ptooies 
and their deadly spikes. If you watch their pattern, you'll know 
when to jump. Get another power-up toward the end, then dash 
for your card. 


Action Stage 6-2. Here's another land where you can't sit still 
for long. As everything moves along, jump carefully from one 
platform or cloud to the next. Get a power-up from the Question 
Block (pick up the White Block if you need to, and use it to bash 
the Question Block). 

When you come to a really tall tower of Wood Blocks, use 
the clouds to get you over it. From there, it's easy. There is a 
multiple coin block ahead, too. 


Action Stage 6-3. Jump on the first moving 
platform, but don't forget to duck. You can 
use the Koopa to get to the first Question 
Block. Then find the multiple coin block 
and go on to another moving platform. 
This one's tricky. You'll need to jump over 
the wall, then land back on the 
platform. Soon after that, you can 
collect a 1-Up if you move fast. Jump 
off the moving platform to hit the 
block, then jump quickly onto the 
block to collect the mushroom. 
Finally, use a Koopa for a lift across 
the next gap. If you're afraid you'll 
bump into one of the Koopas when 
you try to make it across, jump on one, then bounce back to the 
wall on the left. Then jump the gap the second time when only 
one Koopa remains. 
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Mini-Fortress. Almost from the beginning, you'll come to a 
moving platform. Be careful when jumping for the coins. The 
first Question Block contains a power-up, but you'll have a hard 
time getting it. When the platform starts to move down, be 
careful the Rotodiscs don't get you. Jump off when an opening 
appears to the right (before the platform takes you into the 
spiked floor). Go through the doorway. 

There's a power-up in the first Question Block. Stand on the 
Rotodisc's center for safety and time your jumps to get by. In the 
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next Question Block you'll find a Starman. Get that and see if 
you can get the power-up in the Question Block down the hall. 
Finally, head for the next door and fight Boom Boom. 


Action Stage 6-4. Carefully jump to the right, timing your jumps 
over the spinning platforms. There's a 1-Up in the first ordinary 
brick you'll see. Then you'll come to some moving platforms. Be 
careful with that first one. It's best to jump on it, then 
immediately jump on the stationary block and wait for the 
moving platform to go underneath. Then jump on the moving 
platform and collect the coins. Try to collect the power-up in the 
Question Block, then proceed to the next moving platforms. 

Now jump on the Pow and turn the blocks to coins. As you 
proceed to the right, you'll come to some spinning platforms 
and a Fire Chomp will appear. If you wait just a moment, the 
blocks will turn to coins. That's because the effect of the Pow has 
just worn off. Now it will be easier to jump past the Fire Chomp 
and the spinning platform. 


Action Stage 6-5. Enter the pipe and drop down into an 
underground world. Head to the right and up the first pipe to 
collect a power-up. If you are Raccoon Mario, fly up the gaps to 
collect coins and to find a 1-Up. If you keep going all the way to 
the right, you'll find another pipe that leads to another power- 
up. You can keep getting power-ups from the two pipes as long 
as you need them. There's also a power-up a little past the first 
pipe. But where's the exit? 


Action Stage 6-6. Enter the pipe and drop down. Watch out for 
Spike. Jump over his ball and then jump on him. At the bottom, 
you'll find a high path and a low path. Take the high path to get 
a power-up, but be careful the fish don't surprise you when they 
jump out of the ponds. 

Now go back and take the low path. There's a Starman in 
the second Wooden Block from the bottom. If you can get it, you 
can power through the next part. If not, avoid the flowers and 
keep going to the water and start swimming to the right. As 
usual, it helps to be Fire Mario in the water. Shoot any fish or 
flower that gets in your way. j 

Find another power-up in a Question Block underwater, 
then continue to the right. It gets tight there with all the flowers, 
and, once you get out of the water, you'll have to contend with a 
whole row of Spikes throwing their balls at you. There are three 
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of them, but you can wait them out and take care of them. Keep 
going to the end and take the pipe up to finish the level. 


Action Stage 6-7. This is a pretty wild world. It’s made up largely 
of Donut Lifts. You'll have to keep jumping or they'll fall. To make 
things even more challenging this is one of those scrolling worlds, 
so you can’t just take it easy. Keep moving and watch your timing. 

If you're really fast, you can collect those first coins beneath the 
Donut Lifts, but it is pretty risky. There’s a power-up in the 
Question Block, and that’s over solid ground. You definitely want 
to take the upper path (on top of that Question Block) though. If 
you don’t, you'll have a hard time as the next part of the screen 
comes into view. From the upper path, wait until you can see where 
you're going, then drop down on the Donut Lift to another Donut 
below. Jump quickly from one lift to another. Collect whatever coins 
you can, but I wouldn’t worry too much about them. 

Watch out for the Fire Chomp as you proceed. Keep moving 
and use the coin blocks to give you a rest as you wait for the 
screen to scroll by. There’s another power-up ahead, then a 
tricky jump from one Donut to another. You'll have to time this 
jump very well. Right after this tricky jump, climb the Donut 
Lifts like a staircase. Keep going upward until you reach solid 
ground. You’re almost to the end now. Don’t get chomped. 
When you see the pipe, you'll see that you have to drop down 
the Donut Lift and jump at the last instant to land on the Jump 
Blocks, and from there onto the pipe. It’s not hard. It just takes 
good timing. Down the pipe, you'll complete the level. If you're 
Fire Mario, you can shoot the frozen coins around the Koopa in 
the box. Otherwise, just go for the card. 


Mini-Fortress. Remember, never turn your back on a ghost. 
There's a power-up at the first Question Block, and the Thwomps 
come at you from all angles. Make your way past the Thwomps 
and other traps, and past the Rotodiscs. Just before Boom Boom’s 
room, there’s a Thwomp waiting at the end of a narrow passage. 
Be sure to jump over it and then go get Boom Boom. 


Action Stage 6-8. There’s a power-up at the 
top of the first hill. Carry a block up with 
you if you need it, then jump carefully over 
the Walking Piranas and past Spike, who 
throws things at you. When you come to a 
bunch of blocks shaped like the letter H, 
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jump up to the upper right and find a 1-Up just above the 
screen. Then find a Pow hidden in some blocks just ahead. 
Finally, finish the level and get your card. 


Action Stage 6-9. At the beginning, go down the pipe and start 
swimming. Look out for the Scattering Bloober. Swim up and use 
the wooden block to help you over the 
ledge. Be careful you don’t step on the 
Munchers. Find a power-up in the Jump 
Block ahead, then keep going on the 
high road till you get to a place where 
there’s a Wooden Block high up. There’s 
a hidden block just below and to the left 
of that block. 
Jump up to find it, then punch the 
Wooden Block to reveal a Pow. Now all 
those Munchers can become coins. 
Once you collect some more coins, 
head for the end of the level by going 
up a pipe further on, unless you want 
to explore the water world below. 


Action Stage 6-10. You can use a Koopa shell to get rid of the 
other Koopas, then power up at the Question Block. First get rid 
of the guy on the other side of the large wall of blocks. Then get 
ready for some fun. 


Find the hidden vine in the small pile of four blocks, then 
climb it to find the Pow at the top. Wow! What’s this? All 
those blocks are now coins. Jump down the column of coins to 
collect the big money. 
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It helps to be Fire Mario on this level, because you can also 
unfreeze lots of frozen coins just a little farther along. And if you 
shoot the frozen Piranas, they turn into coins, too. 
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Shoot the Piranas blocking the pipe and slide down it to get 
some more coins, but be sure to jump off to the left to hit the 
big Question Block and collect the Hammer Suit to become 
Hammer Mario. 


Now make your way past the beetles, who like to throw blocks 
at you, past the Rotary Platform and on to the end of the Level. 


Mini-Fortress. This fortress is full of “Boo” Diddlys (ghosts). 
Keep your eyes on them, and look out for them to appear right 
where you walk. Between the ghosts, the Rotodiscs, and the 
Thwomps, you'll have to move with care. Once you get past the 
first part of this fortress, you'll find yourself on a rising 
platform. Get over to the right-hand side and face the Diddlys to 
keep them from attacking. Then go through the door that 
appears. You've found Boom Boom again. Watch your timing 
because this one is a little different, but the same three jumps on 
the head will do the trick. 


The Fortress. Almost imme- 
diately you'll have to strike a 
delicate balance on some screw 
platforms, then avoid the gas jets. 
All you need is careful timing to 
get past the jets. Get a power-up 
if you need it from the Question 
Block, then go down the pipe to 
meet Lemmy Koopa and his 
giant beach balls (or at least 
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that’s what they look like). You can bounce on the balls, but 
don’t get hit by them. Give Lemmy the old one-two-three on the 
head, and he’s toast. 

At this point the Princess offers you a clue about the location 
of one of the magic Whistles. Thanks, Princess, but we just 
completed World 6 and you're talking about World 3. Oh well. 
Maybe next time. 


World 7, Pipe Land 


Action Stage 7-1. Welcome to Pipe World. You can see 
immediately why it's called that. In this tricky stage, you need 
to jump up on the horizontal pipes and then jump into the first 
vertical pipe you come to (it's 
on the left). Now look out for 
the flowers in all the pipes. You 
want to go up the one that has 
flower pipes on either side, so 
move back and forth to avoid 
the flowers until you can go up. 
Next, go up the vertical pipe on 
the left and try to get the power- 
up in the Question Block if you need it. Be careful of the Koopa, 
though. He'll bounce back and forth if you kick him between 
the two blocks. 

Keep going upward, making your way past some more 
flowers, and then jump on the Jump Blocks. If you explore 
around, you can collect some coins and stuff. Finally, keep 
working your way upward until you reach the pipe that leads to 
the end of the level. 


Action Stage 7-2. To get to this stage, go through the pipe to the 
right of the first action stage. You'll come out on the next island. 

Get a power-up from the first Question Block, then go down 
the second pipe. Swim to the left 
and find a room full of coins. Get 
the coins, then hit the Pow and go 
back the way you came. Now all the 
blocks will be coins, so you can 
gather some more. Continue right 
until you come to the third pipe. 
Swim up it or the next one and back 
to the surface. 
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A little further on, you can find some invisible Jump Blocks. 
Go down the first pipe to the right of them to get a power-up. If 
you're Super Mario, you'll get the Leaf. The next pipe over leads 
to an area that hides a Fire Flower. So you can make your choice 
which Mario to be as you end this stage. Now keep going right 
until you can't go any farther. Take the short pipe down to 
another pipe, and down that one to the end of the level. 


Action Stage 7-3. Take the next pipe to the right of Stage 2 to 
find the next stage. You'll find a Starman in the first Question 
Block, and another one in the next Question Block you come to. 
Then you'll meet a Cloud Man and a power-up in a Question 
Block. Look out for the combination of the Venus Fire Trap and 
the Cloud Man. If you move fast enough (by skipping some of 
the coin blocks), you can reach the Cloud Man while you're still 
invincible. That way, you can get rid of him and the flower 
quickly and collect the power-up without opposition. However, 
another Cloud Man will appear as you progress. 

The Pow reveals some special coins. Collect them while 
staying away from the Cloud Man, then proceed forward. 
Things get pretty hectic up ahead, but make your way to the end 
of the level as best you can. 


Action Stage 7-4. Look for this stage to the left of the last one. 
Go in the horizontal pipe and swim to the right. This is a pretty 
populated water world, so be careful. There's a power-up in the 
first Question Block. Then, a little 
farther on, there's a whole school 
of jellyfish. Swim carefully through 
them to collect another power-up 
in the next Question Block. The 
best we can say for this level is that 
it is good to get it over with. Keep 
going right until you reach the 
pipe that leads to the end. 


Action Stage 7-5. This stage is a pipe maze full of hidden blocks 
and other puzzles, but not too much danger. The biggest danger 
you'll face is probably the clock. There are a couple of 1-Ups, 
though, so you'll gain a lot if you can find your way through. 
Enter though the horizontal pipe at the beginning, then keep 
going up each pipe you find. Eventually you'll come to an area 
with several pipes. Try each one and find the hidden blocks. 
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You'll also find a couple of 
power-ups. Whenever you find 
your way blocked, go back 
down the last pipe you used, 
and try another one. At one 
point, you'll find five Question F 
Blocks in a row and two pipes 
just to the left of them. Go bn y Li p Bi rer, 
right-hand pipe and find the hidden block. It's hiding a 1-Up. 
Now go back down and then up the left-hand pipe to collect. 
Keep exploring until you reach 
a Koopa stuck inside a box. Tear 
your way through the box and go 
down the pipe on the other side. 
You'll find a series of hidden 
blocks. Then go back the way you 
came and go the high road over 
that box you just went through. 
Find the invisible block that has the second 1-Up in it. If you're 
desperate for lives, you could then get killed and start again. 
You'd still be one life up after getting both 1-Ups. Otherwise, 
continue up the last pipe and complete the level. 


Mini-Fortress. Go back past where Action Stage 4 was and go 
through the pipe. That will lead you to a Mini-Fortress. Things 
start pretty easily. If you're big, though, there's a fun time ahead. 
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When you get to the fourth block in the hanging group of 
blocks, punch it and the block above it. If you punch the top 
block, it reveals a Pow. Think about it. A whole room made up 
of blocks. Just imagine what will happen here! No, don't just 
imagine. Jump up on that Pow and see for yourself. By the way, 
this trick resets itself, so if you go out the door, then back in, 
you can reap the coin harvest all over again. 
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If you're not a big Mario when you 
first get to this Mini-Fortress, just run fast 
from one room to the next until you reach 
the room with the first Question Blocks. To 
M geta power-up, you'll have to stand on the 

blocks and make a long jump to the left. 
After you get the power-up, you 
can head back to get some coins 
from the Pow room, or go back to 
the second room where you'll have 
to fly to find a pipe in the ceiling 
that leads to Boom Boom. 


Action Stage 7-6. The pipes at the beginning of this stage don't 
do anything, but there's a door at the end. It's a trick, though. 
You'll find yourself in a small room that has no way out. Turn 
around and you'll come out on the other side of the screen. 
Make your way upward as best you can. You'll encounter some 
new blocks with exclamation points and arrows on them. Jump 
on them to make new platforms appear. 


These platforms are tricky. Some go in only one direction, and 
will sometimes disappear suddenly. Others (the ones with the 
exclamation points) will actually change direction when you 
jump on them. Try it. Also watch out for the spiky blocks. 
Don't fall on them! 


Some of the Question Blocks on this level are hard to get to, 
but there are power-ups available. Just remember, when 
something goes out one side of 
the screen on this level, it will 
appear on the opposite side. 

To get past the level, you'll 
have to ride a series of the 
special steerable platforms up 
to the top where you can get a 
pipe to the end of the level. 
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Action Stage 7-7. Take the pipe down below the last stage and 
enter the seventh stage. This stage is pretty strange. We did it in 
record time. Just keep getting the invincibility stars and running as 
fast as you can along the top of the Munchers. There are stars all 
along the way, so if you run fast, you can make it right to the end. 


Action Stage 7-8. Think of this stage as a flower world. You'll 
need very good timing to get past all the flowers in the pipes as 
well as the Walking Piranas and the Ptooies. One reminder: If 
you stand on a pipe that an 
ordinary flower lives in, it 
won't be able to come out 
again until you leave. Be 
careful, though. There's a 
Starman to give you some 
invincibility among the 
Question Blocks, but it will 
wear off about the time you 
get to the Ptooies, so be 
careful. By the way, if you bresk a block that has a Walking 
Pirana on it, be careful. The Pirana can still fall on you and 
damage or kill you. 

Toward the end of the level there’s a very dangerous place 
featuring a Ptooie, a Venus Fire Trap, and some Walking Piranas. 
This is a difficult area to pass. 
You have to time your jumps 
past the Ptooie and not get hit 
by the Venus Fire Trap. The best 
way to get to the end of the 
level is to jump from the pipe 
where the Fire Trap lives to the 
top blocks on the right, then 
run past the Walking Piranas 
and on to the end. Trying to 
take the low route is much 
harder. There’s a Pirana that spits a stream of fireballs at you from 
the first row of blocks. Take the high road and live longer. 


Action Stage 7-9. There are lots of tricks in this level, but the main 
one is to jump through the gaps in the pipes. There are lots of 
breakable blocks and secret power-ups and coins. Explore as much 
as you want. There aren’t many enemies, just some Goombas and 
some Koopas, so you can explore without much danger. 
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Mini-Fortress. There’s lots of 
danger here, both from the 
flowers and the lava below (not 
to mention “Boo” Diddly and the 
Rotodiscs). Anyway, find a 
Starman in one of the blocks near 
the start and use it to get through 
a bunch of this. Even the 


Thwomp can’t hurt you 
when you're invincible. 
There are some tricky 
jumps, especially where 
two flowers come from 
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E, above and below, but 
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Thwomp just past it. You'll have to land right on the edge of the 
pipe or you'll get Thwomped. 

At the end of the lava section, you'll have to make a tricky 
jump to the pipe below the platform you're on. It's even trickier 
because of the "Boo" Diddlys hanging out. You might have to 
lure the ghosts away by jumping back to the left and then 
returning to this delicate jump. 

In the next section, you have to deal with some Dry Bones, 
Rotodiscs, and a Thwomp. You need to keep the Dry Bones out 
of the way while you time your way through the Rotodiscs. Run 
forward to make Thwomp drop, then time your jump past the 
second Rotodisc and past Thwomp while he's still going back 
up. From there, you're on to Boom Boom for his traditional three 
whacks to the head, and that’s it. 


Piranaland. Just before you get to the final castle in this world, 
you'll encounter a nasty Pirana on the main map. This leads to 
what I like to call Piranaland. Here you'll meet a very 
challenging landscape of pipes with Venus Fire Traps and 
Munchers living in them. Do your best. It's a case of good 
timing. When you get to the end, jump in the second-to-last pipe 
and you'll find a treasure chest at the bottom. From there, it's on 
to the Fortress. 
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The Fortress. When you first board the ship, you'll see a screw 
platform over some gas jets. Jump from the edge of one gas jet to 


the next. It's easier than trying to negotiate the screw platform 
while the gas flames below. There's a power-up in the first 
Question Block. Keep on going, and watch out for Rocky 
Wrenches. You'll come to what seems to be the end of the ship, 
but it isn't. Just wait and more sections will appear. At the end 
of the ship, make a tricky series of jumps from one screw 
platform to another and you're there. 


It's Ludwig Von Koopa, and he's not a 
nice little Koopa either. Avoid his shots 
while you treat him to a tap-dancing 


lesson—on his head! 
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World 8, Dark Land 


Armored Car. You've barely arrived when you're met by what 
looks like a tank. This is not the Hammer Bros. Or is it? Actually, 
the Hammer Bros. have escalated. This 
thing's decked out with cannons and 
bombs, gas jets and Rocky Wrenches. 
It's a real blast. In fact, it's a lot like a 
ship, only it stays on the ground. You 
just have to survive to the end, though, 
and then beat a Hammer Brother. 
There's not much to say. It seems 
endless, but it isn't. You'll eventually come to the pipe at the end. 
Beat the guy inside and you're through it. Just stay out of the way 
of the bombs. Sometimes it's good to find a relatively safe place 
and wait for the bombs to explode, then go on. 
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Armored Car 2: The Return. Oh no! Not 
another one. And this one is sinking in 
some kind of murky water. I don’t think 
Mario would want to fall in that! But 
wait a minute. It isn’t so bad in that 
water. In fact, I think it’s a lot safer in 
the water than on the tank. That's the secret. Try swimming 
under the tank, and you'll find this section a lot easier. When 
you get to the end of the tank, jump up and go down the pipe. 
Guess who? It's Boom Boom, and you know what to do. 

Now go through the pipe and go to the second map. This 
isn't a very nice looking place. You may get caught going along 
the path, and if you do, you'll find yourself in a Mini-Fortress. 


Mini-Fortresses. There are several Mini-Fortresses along the 
path through this second map. You can pass over them without 
getting caught, but if you do get caught, make your way 
through as best you can. Each one is different, and each has a 
treasure chest at the end. 


Ship Mini-Fortress. Past the row of Mini-Fortresses, there's a 
ship waiting. This one is full of cannons and gas jets and 
separate floating platforms. You have to jump carefully from one 
platform to another while avoiding Rocky's flying wrenches. 
Although this ship seems to go on 
forever, you ain't seen nothin' yet. 

The easy way to get past this ship 
is to use a Leaf before you enter it and 
fly with Raccoon Mario all the way 
over it. Still, be careful because stray 
wrenches can hit you, even when you're all the way off the 
Screen at the top. But this is a very hard ship to pass, and the 
flying method can work. 

Boom Boom is waiting at the end. Look out, though. Boom 
Boom has learned a new trick. He can fly! You'll have to be more 
careful, but you still only have to jump on his head three times and 
make a wish. 


Action Stage 8-1. If you made it this far, 
you have a lot to be proud of. You 
finally made it to the first action stage 
of World 8. There's a power-up just 
past the first pipe, but you'll have to 
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brave a crossfire from the flowers. 
Still, if you can get the Fire Flower, 
you will make short work of those 
flowers with Fire Mario’s fireballs. 
Then you'll come to a place where a 
Starman hides between two sets of 
cannons. Get it if you can, but be 
careful. Then there’s a 1-Up ina 
long row of Question Blocks. There’s another power-up ahead, 
then you'll finally come to a place where you have to make a 
long jump from the top of one cannon to another. Use the flying 
Koopa to help you along. 

If you fall into the pit between 
the two sets of cannons, there’s an 
invisible block that can help you 
jump back out. If you can help it, try 
not to fall in. The few coins aren't 
really worth it. Finally, use the Jump 
Block to get a good jump across the 
gap and go for the card. 


Action Stage 8-2. This one starts out deceptively easy. Jump 
some flowers and a flying Goomba. It's easy. But toward the 
end, you'll encounter an angry sun. Find the Pow and turn the 
coins up ahead into blocks to make your way across the gap 


easier. Just be sure to be in a safe place when they turn back into 
coins. Crossing this gap is never going to be easy. The angry sun 
is after you, and you have to out-maneuver him. Also, the Jump 
Blocks are tricky to jump on. Still, if you make it past this gap, 
there's good news. Another gap awaits you. This one is not as 
complicated, but it's plenty challenging. Look out for the sun 
(who's still after you) and a stray Koopa or two. Make it across 
and you're at the end. 
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Mini-Fortress. Now you'll come to the real Mini-Fortress. This 
fortress is full of doors that lead to other areas. There are also 
several power-ups, and they are reset each time you go through 
a door. At the beginning, you'll encounter some Rotodiscs which 
might give you trouble, but you should be able to find a safe 
place to stand. 

You'll find the first power-up in the second breakable 
block you come to. Then proceed to a door that's surrounded by 
blocks in the shape of the letter H, and guarded by a Rotodisc. 
Break the blocks and enter the door. You'll come out on a 
moving conveyor belt, so don't get carried away. Keep moving 
to the right, being wary of Thwomps. There's a power-up in a 
block just past a Thwomp. If you need to power up twice to get 
the Raccoon Suit, go in the door beneath the Thwomp and then 
come out again and power up a second time. 

Keep going to the right as far 
as you can. There's a Starman 
along the way and several more 
Rotodiscs and conveyors. You'll 
pass several doors. Use them if you 
wish, but eventually you want to 

mox f] go right. Get by the Thwomp at the 
ddd ddddddddddddt! end of the hallway and hit the 
blocks up above to reveal a Pow block. Get by the Thwomp 
again and jump on the Pow. You'll reveal some new doors. Take 
the door to the far right and you'll find Boom Boom. You'll have 
to fight him on a moving floor, but just keep jumping in the 
usual rhythm and you'll succeed. If you want to, you can 
explore other areas of this Mini-Fortress, but these instructions 
will get you through it. 

From the Mini-Fortress, follow the path up and to the left to 
find the pipe that leads to the next area. Here you'll meet another 
tank. Stuff flies in all directions in this tank, so you'll have to be 
fast and clever not to get hit. There's nothing you can do but 
keep trying if you fail. Beat Boom Boom yet again to go on. 


The Final Fortress. OK. This is it. What 
you've been working so hard for. You're at 
the final fortress. When you first enter, get 
a very fast running start. The statues at the 
beginning will shoot lasers at you. If 
you're going full speed, they should miss. 
Then climb the stairs at the end and ride a 
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lift up, then take the Donut Lift down. Climb a stairway dotted 
with Rotodiscs and then drop down again, but get the hidden 1- 
Up at the top from an invisible block. So far so good, right? 

Now enter a new room and 
bounce rapidly from one Donut 
Lift to another, avoiding the 
fireballs. Go upward to the second 
landing where you'll find a 
power-up. Drop down a level and 
get by the Thwomp. Ride the 
Donut Lift down, but jump off at the next floor. Hop across the 
lava and enter the doorway at the end. 

Only the first statue will shoot at you in this room. Avoid its 
beam and then get a power-up from the Question Block. 
Continue to the right and hop across the lava again. This time 
look out for the fireballs coming from the right, though. 

This is it. Go in the door to meet old Bowser himself. See 
The Secrets if you need help. Here's a hint, though; only 
Bowser's strong enough to beat Bowser... 


SHH... THE SECRETS 


Here are more great secrets for Super 
Mario Bros. 3. We've repeated the 
information on how to get the three 
Magic Whistles from the first edition 
of Nintendo Games Secrets. 


The First Magic Whistle (Action Stage 1-3) 

Fly down from Coin Heaven and go 
find a Koopa. Grab its shell and jump 
on the big white block. There's a green 
block above it and a blue block to the 
right. Stand toward the middle of this 
block, still holding the Koopa shell, and 
pull down. You'll fall through this 
block, and now, when you run for the end of the stage, you'll be 
behind everything. Instead of getting a card, you'll find yourself 
ina secret room where you'll get a Magic Whistle. 


The Second Magic Whistle (Mini-Fortress of World 1) 
You must be Raccoon Mario to get the second Whistle. Just 
before you get to the door at the end, jump on the Dry Bones to 
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stop him from bothering you, then get 
a good running start to the left and fly 
over the top of the wall to the right. 
You'll go all the way off the screen, but 
if you run all the way to the right, 
you'll come to a secret room where you 
can collect a Magic Whistle. 


The Third Magic Whistle 
(The Hammer Brothers of World 2) 


After you complete Action Stage 2-4, you 
should fight the Hammer Brothers. Get 
the Hammer from one of them and then 
use it on the rock in the upper right corner 
of the map screen to reveal a secret path. 
Now fight the Hammer Brothers in that 
secret area to get the third Whistle. 


World 5 
Action Stage 5-1. If you have the Raccoon Suit, fly up at the 
beginning and find a pipe that leads to a secret area. Now you'll 
have to fly in a narrow space, but if you 
fly up the second narrow gap before the 
exit pipe, you'll find a secret room with a 
treasure chest. Also, somewhere in this 
secret area, we've heard that there are 
four 1-Ups hidden in special blocks. 


Action Stage 5-3. There's a secret 1-Up above the Munchers (the 
black, deadly flowers). To get to it, wear the Goomba's sock and 
you can jump on the Munchers without danger. You'll find it in 
a block above them. 


Mini-Fortress. When you come to a place with four bricks 
blocking a hole above you, break them and fly up there (of course, 
you'll need a tail here). Up above, you'll p 

find another power-up and a pipe. 
(Actually, Super Mario can break a couple 
of bricks and jump to get the power-up. 
Then he'll get the leaf and turn into Raccoon 
Mario for the next part of this trick.) 
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Go down the pipe to collect the coins there. But don’t stop 
there. Fly straight up where the arrow points and you'll find a 1-Up. 


Action Stage 5-5. Break the blocks over the second pipe and go 
down it. You'll find a secret room with some coins and a 
Tanooki Suit. 


World 6 

Action Stage 6-5. There’s a trick to getting to the end. All these 
power-ups you can get are necessary, because the only way to 
escape this level is to use the Raccoon Tail to fly up the second- 
to-last upward gap. You'll find two Piranas at the bottom of a 
little well area. There’s a trick to this, though. You can’t jump on 
the Piranas, so you'll need help. The trick is to grab the Koopa 
down there and fly up with his shell. Drop the shell on the 
Piranas to get rid of them and break open the walls. Now you 
can go on up the pipe and finish the level. 


World 8 


The Final Fortress. The trick to beating Bowser is to let him beat 
himself. Avoid his fireballs, then stand on the blocks in the 
middle of the room. Duck down and let him jump on you. What 
will happen is that he'll miss you, but he'll break the blocks 
you're standing on. Bowser's not very bright, and he won't 
realize that you're standing directly under him. He'll jump again 
and break some more blocks. He might get you with a stray 
fireball, but if you start with the Raccoon Suit, he has to hit you 
three times to beat you. Meanwhile, 
keep standing in the holes that 
Bowser makes. You can duck or run 
away at the last moment. When he's 
broken the first two layers of bricks, 
then get him to jump one last time 
and run away when he's in the air. 
When he hits, he'll be in for a 
surprise. All that's left for you is to 
receive the congratulations of the 
Princess who is waiting in the next 
room. You'll soon find out that she is 
a pretty funny princess, too. 
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Teenage Mutant 
Ninja Turtles II: 
The Arcade Game 


Distributor: Ultra Games 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Hey, dudes! The Turtles thought that they’d seen the last of the 
evil Shredder when they threw him into a garbage truck. But 
Shredder’s armor kept him alive, and now he wants revenge. 
He’s trained a new legion of Foot Soldiers, hired two 
intergalactic bounty hunters, and teamed up with the brain from 
Dimension X-the nefarious Krang. And of course, he’s captured 
the lovely reporter April O’Neil to ensure that you come to him. 

You've got to help Leonardo, Raphael, Michaelangelo and 
Donatello to kick some shell, rescue April, and defeat Shredder 
once and for all! You can do it with speed, skill... and a lot of 
pizza! Cowabunga! 
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PLAYERS 


One Turtle can go solo, or two shellheads can play at the same time. 
Bring along a friend and you'll have twice as much Turtle power! 


SCORING 


Every time you knock out an enemy, you get a single point. 
Bogus! But they add up quickly. Excellent! 


LIVES AND CONTINUES 


You start the game with three lives. For every 200 points you 
score, you earn an extra life. Each new life gives you a full 
Energy Meter. As you're heinously hit, your Meter drops. If it 
drops to zero, you're one dead hero. 

In the two-player mode, if one Turtle loses all his lives, he 
can use one of the other Turtle's lives by pressing A. Make sure 
the other player knows you're going to do this! 

You get three continues. When you use one, you'll start at 
the beginning of the last level you reached. 


CONTROLS 


Move Turtle Pause Jump-And-Slash 


Jump Kick Attack Jump 
(With A And B) 


WEAPONS 


Each Turtle has achieved the mastery of a devastating weapon. 
Leonardo uses the Katana Blades. Raphael gets his point across 
with Sai daggers. Michaelangelo twirls his Nunchukus when 
he's not twirling a pizza. And Donatello's armed with the Bo 
staff. Bodacious, dudes! 
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SPECIAL ITEMS 


There’s only one item worth worrying about, and knowing the 
Turtles’ eating habits, it’s no surprise. Pizza! Every time a Turtle 
picks up a slice, his Energy Meter is fully recharged. 


FRIENDS 


April O’Neil is an ace reporter, and the Turtles’ best friend. 
Without her help, you'll never defeat Shredder. 

Master Splinter is the Turtles' mentor. His skills are 
amazing, but even he can be defeated and captured... 


ENEMIES 


The manual has a tubular rundown of your lesser foes, but 
here's a preview of the Bosses. 


Rocksteady is armed with a rapid-fire machine gun. 

Bebop shoots at you with a ring-ray beam. 

Professor Baxter Stockman shows up twice. The first time, 
he's the pilot of a jet-mobile that drops Mousers on you. 
Then he's a mutant fly shooting deadly stinger rays! 

Tora is a massive bear that throws equally massive boulders! 
Granitor the Stone Warrior is solid as a rock. Watch out for 
his flamethrower! 

Shogun will lose his head over you! Watch out for the 
mighty swing of his Ultimate Galactic Sword! 

Krang is Shredder's partner in crime. 

The Shredder is the mastermind of evil! Defeat him (again) 
and you'll save the world. For now, anyway! 


STRATEGY SESSION 
General Strategies 


It's absolutely essential to master the jump-and-slash. This 
awesome attack will knock most of your foes out with a single 
blow. With the normal attack, you need to hit them two times or 
more. Also practice your jump kick. It's the best attack to use 
against the Bosses. 

Don't let your enemies get behind you! Some of the soldiers 
will grab you from behind, which reduces your energy quickly 
until you break free. Some of them will stab you with their 
weapons. However they attack, it does damage. Keep on the move. 
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If you’ve got a controller with rapid-fire ability, use it with 
button B. You'll save yourself a lot of button-pushing. 

Remember that each level will present you with the same 
enemies several times. If you find a great way to beat an enemy, 
remember it, because you'll probably get the opportunity to use 
it again later on. 

The Turtles may have different weapons, but it doesn't 
really matter which one you use to play. They all do the same 
amount of damage. Choose your favorite and go for it! 


Turtles On The Scene: How to Splinter the Shredder 


Scene 1—April's Hot Midtown Loft 


Whoa, dude! April's loft is on fire! How did that happen 
You know how, don’t you? The 
heinous Foot Clan! So bust into the 
building and start fighting your way 
to April! 

Who are the first kooks you 
meet? Well, they’re not the pizza 
delivery dude! They’re the Purple 
Foot Soldiers, the puniest of the 
puny. They attack from the sides of © 
the screen, and then try to get close to punch you. Just stay in 
the middle of the screen and let them come to you. Then jump- 
and-slash. Excellent! 

As you thrash along, you'll come to a staircase. Don't get 
close to it, because the Foot Clan has left it booby-trapped! 
Huge boulders will roll out of them when you get close. So 
don't get close! 

When you're near the stairs, you'll be set upon by the 
Blue Foot Soldiers. They've got knives to throw or stab with. 
Show them your weapons up close and most personal with a 
jump-and-slash. 

Hmmm. These guys are getting better armed the farther 
you walk. Now you've got to pummel the White Foot 
Soldiers. You can use the 
| jump-and-slash when they're 
on the ground, or you can 
jump kick them as they leap 
into the air. Just make sure 
you hit them before they 
draw their swords. 
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Finally, you’re at the door to April’s place! But first, you’re 
going to have to beat the Roadkill Rodneys. They're bad news if 
you stay in the middle of the screen. 
Knock a Rodney to one edge of the 
screen, get in close, and rapid-attack. 
You'll hit the Rodney so fast that it 
won't be able to recover! 

All right, it's April! She's safe, | 
but you're not! There are Feet afoot! 
These Red Foot Soldiers are armed 
with rapid-fire machine guns. Don't attack with jump 
kicks—they can swing their guns like clubs to knock you out of 
the air. Stick with the jump-and-slash. 


Whoa! Just when you thought it was safe to eat pizza, a massive 

drill comes out of the floor! What's inside? Rocksteady! This ugly 

dude attacks in two ways. He'll stand and shoot at you with his 
gun, or crouch down and charge at you. 


Rocksteady can only shoot in two directions: horizontally and 
diagonally. Attack him with your jump kick at an angle in 
between the two directions. This way, his bullets won't connect. 
Then quickly jump kick away before he can recover and hit you 
back. When Rocksteady is close to being defeated, he'll start to 
blink slowly, and then rapidly. Knock him out and April's safe — 
or is she? Oh no! Shredder's captured her! It's off to... 


Scene 2, Part 1—Times Square 


Hey, check it out. A manhole. But why is it 
moving? There must be a Foot underneath 
it! When he jumps out, dodge the manhole 
cover when he throws it, then let him have it 
with the jump-and-slash. Guys like that 
don't belong in the sewer you live in! 

Now, you normally wouldn't vandalize, 
but when you're fighting the Foot Clan, 
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you've got to pull out all the stops. So when you come to the 
parking meter and fire hydrant, slash 'em and watch 'em fly into 
the bad guys. Don't hit the hydrant from the right side, though, 
unless you enjoy being brained by a hydrant cap. 


Yo, more Purple Feet. But they're armed this time — with 
dynamite! Don't fight them on the ground. Take to the air with 
some awesome jump kicks. 

When you reach the ledge, you'll see a slice of pizza. Don't 
grab it right away, though. Fight all the Purple Feet first. That 
way, you'll take some damage and then fully recharge instead of 
the other way around. Makes sense, dude. 

You'll get a little break 
before the fighting starts up 
again. A woman skater will 
cruise by. How'd she get 
here? "Hey, Babe! You must 
be lookin' for Skate or Die 2. 
Try Chapter 13." You can be 
uncool and attack her, but 
she'll just duck, and you 
don't get any points. 

Now you're cruising down the screen instead of to the 
right. Stay away from the windows. The Foot Clan will be 
popping out of them like crazy. 


Wow, another new type of 
Foot Soldier! The Yellow Feet. 
zz They've got boomerangs, and 
they'll throw 'em. Don't jump 
into the air or the boomerangs 
will get you. Stay grounded 
and use the jump-and-slash. 
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When you start moving to the right 
again, you'll see some Pizza Hut signs on a 
building. Don't get too close, though. You- 
know-whos are hiding behind them, and the 
signs can knock you out as they fall. 

Pretty soon, you'll reach a totalled 
automobile. You've reached the end of the 
street. Flay the Foot Soldiers and you'll go 
up against Bebop! 


Bebop attacks a lot like his pal Rocksteady. He'll either fire his 
gun or charge at you. There's one important difference, though. 
Bebop can only shoot horizontally. Attack with jump kicks high 
enough to avoid the gun's rays, but low enough so that you hit 
the gun itself. If you're too high, Bebop will wind up and punch 
you. If you're too low, the rays will get you. Be quick! If you see 
Bebop getting ready to charge, get ready to jump over him. 
Beat Bebop and it's into... 


Scene 2, Part 2—The Soho Sewer System 


Ah, the sewer. Home gross home! You can walk either on the 
ledge or in the sewer water. The ledge provides you with a 
better view of yourself and your g 
enemies, so it’s generally better. : 
The Red Feet are back again! 
Don't they ever learn? No, they P 
just get new weapons. These ones § 
carry massive sledgehammers! 
Do jump kicks and you'll stay fee 
away from the hammers while 
you nail the Soldiers. 
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What's that grinding, crunching noise? 
It sounds familiar... oh no! It’s the Mousers! 
Rush up to the left side of the hole they 
make and attack. You'll hit each Mouser as 
it pops out. Now you only need to hit each 
Mouser one more time to destroy it. 

Another way to handle the Mousers is 
to stand near the water and slash repeat- 
edly. If you find the perfect position, they'll 
bounce the first time you hit ‘em—right f 
into your righteous weapon for a second, 
deadly slash. 

Sooner or later, you'll reach the falling gate. It bounces up 
and down over the ledge. You can try to run under it, or you can 
jump into the water and swim past it. If you go into the water, 
watch out for the missiles! They'll rocket at you faster than you 
can scarf a pizza. 


When you reach the door 
leading out of the sewer, you 
won't be able to leave until 
you defeat the loco scientist 
Baxter Stockman. Don't 
j worry There's a most 
excellent way to beat him. 
| Stand at the far left side of the 
| screen, near the water (but not 
fee SR too close). Now keep slashing 
poc eoe Ae ox like a maniac! Baxter will fly 
VIENNE ENG around, dropping Mousers, 

— but if you stay put, you'll hit 
Baxter and you'll also hit the Mousers as they leap at you. Keep at 
it and Baxter is a goner. For a scientist, he's a real dweeb... 


Scene 3, Part 1—Snowy Central Park 


Yikes, it's cold out 
here! But don't let 
the chilly weather 
interfere with your 
concentration. And 
stay away from the 
snowpiles. They're 
really holes in the 
ice! And stay at the 
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top of the screen whenever you're walking to the right. Otherwise, 
you'll get smashed by the snowmobiles and ice boulders. 
Normally, a Pizza Hut sign 
would be a great thing to see. 
But not this time. It means you 
have to fight Frosty the Hit Man! 
He bounces around the screen 
firing heat-seeking missiles. Use your 
attack to hit the missiles and to hit Frosty. 
After you hit Frosty's disguise a few times, 
he'll reveal his true robotic self. Hit him  WÉ* 
E 3 EE two or three times more and 
he'll be Frosty the Junk Heap. 
1 The Foot Soldiers must 
not get to see snow much. 
Why else would the White 
Feet be throwing snowballs 
at you? But they can throw 
them fast enough to hurt 
you! Jump-and-slash them. 


What's that floating sphere? 
It's the object that caused New 
York to ice over. And its owner, 
Tora, is very protective of it. 

Jump kick Tora from one side, 
then immediately jump back into 
the air. Tora will start to move 
away from you. Jump kick him 
and get back into the air to kick 
again. You can kick Tora back and 
forth almost endlessly! If Tora 
gets away from you, he'll reach 
into the air to catch an ice 
boulder. Run away and wait for 
him to throw. The boulder will 
travel toward the spot where 
you're standing when Tora 
throws it, so get away from that 
spot as quickly as possible. If 
your timing is good, and you can 
hit Tora just before a boulder 
arrives, he'll miss it and get really 
ticked off. But watch out! You 
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could pay the price for such foolish bravado. Keep jump 
kicking Tora and he'll be a goner. So long snow, hello... 


Scene 3, Part 2—Vinnie's Valet Parking Garage 


Check out those cones in the road. They not only divert traffic, but 
they can waste the Foot Soldiers! Amazing. Too bad there are only 


Just a short walk past the cones, you'll find an oil drum near the 
wall. Try slashing it, but run away from it quick! It'll smoke for a 
moment, and then blow up! Why not try slashing a drum and then 

tricking the Foot Soldiers into walking into the explosion? 


three of them! There are 
also a few slashable 
speed limit signs farther 
on in the garage. 

Two of the cars in 
this garage have Foot 
Soldiers behind their 
wheels, just waiting to 
run you down. Look at 
the screen to figure out 
where you are. The first 
blue car after the wall 
labeled “F16” will zoom at you, along = 
with the first red car after the speed limit 
sign. Get ready to jump to the left! 

When you reach a yellow door, 
you've reached Baxter again! This time, 
he's a disgusting fly. Stay directly below 
him as he fires at you. His bullets won't 
be able to hit you. Stay below him as he 
moves. Eventually, he'll zoom low to one 
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side of the screen. Do a jump kick and hit him. Repeat the 
dodge-and-kick until Baxter’s down and out. Onward to... 


Scene 4, Part 1—Madison Square Avenue 


This avenue is heavily 
trafficked by the Foot Clan. 
Stick to the top of the screen or 
you're going to be the victim 
of quite a few hit-and-runs. 

If the Foot Clan isn't riding 
around, it's trying out new 
weaponry. The Purple Feet on 
this road are armed with an 
unlimited supply of spears. They can throw them and stab you with 
them from long range. Jump-and-slash them before they do too 
much damage to you. 


When you see a single 
tire, you've reached the 
halfway point of the 
avenue. But don't celebrate; 
get ready to fight some 
vicious Red Feet! These 
guys carry huge bombs 
over their heads. When 
they toss a bomb, jump away from it. Once they've all dropped 
the bomb, drop them with the jump-and-slash. 

The three piles of purple tires 
mean that you're at the end of the 
road. Watch out for the Foot Soldiers 
that pop out of the tires. They're 
pretty wimpy, so you should shred 
their heads quickly and move on to... 


Scene 4, Part 2— 
Rock-A-Fella Expressway 
Now this is more like it! There's 
nothing like shreddin' down the 
freeway on a jet-powered 
skateboard. All the enemies on this 
road are familiar foes, so you 
should be able to whip them 
quickly. With one most dangerous 
flying exception- the Blackhawk! 
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The best way to beat the ‘Hawk is to stay at the right side of the 
screen and jump kick. Time your attacks. Wait until the ‘Hawk 
stops flashing, then hit again immediately, or it you'll give it an 
instant to shoot at you, and that's all it needs! 


Hop into the Party Wagon and hold on. April busts right 
through the wall of... 


Scene 5—The Rock Quarry Factory 

Thrash along until you reach the lasers. Don’t try to walk past 
them. Just jump up to the platform and you'll be much safer. And 
your enemies will have to jump up to you, so you can greet them 
with a jump-and-slash. 

At the end of the platform, watch out for the beetles. They drop 
in threes from the sky! Use a jump-and-slash just as the beetle’s 
head pops out and you'll destroy it before it can do anything! 

| | You’re halfway through the 
level. Time for the Tubular 
Transports. They attack in two 
waves of four each. Sting these 
mechanical mosquitos with 
jump kicks. Stay moving—their 
lasers are deadly accurate! 


When you get to the oil drum, get 
ready to jump. Two massive laser 
cannons mounted on the roof will fire 
at you. Get past them and you can 
attack them from behind. Keep 
slashing them until they turn orange. 
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Grab the pizza and get ready to 
fight Granitor! He’s rock-hard and 
armed with a radical flamethrower! Use 
jump kicks to stay 
in the air as much 
as you can, while 
chipping away at 
Granitor. He'll get 
you a few times no 

XY matter how fast 
you are, so don't get frustrated. Splinter's 
counting on your skill! Turn Granitor into 
rubble and you will enter... 


Scene 6—The House of Shogun 


Nice place Shogun has. He 
won't mind if you destroy 
it, will he? Well, it doesn't 
matter if he does! 

Your newest oppo- 
nents will be the toughest 
yet. The Blades are sharp 
and quick! You need to hit 
them with two jump-and- 
slashes or three jump kicks. 
The faster you defeat them, 
the less heinous the 
damage you'll take! 

When you reach the 
window with the radical 
view of New York, get to 

E the top of the screen and 
start jumping. Sharp bamboo Spies will jut out of the floor. 
Stay in the air so they can't get you! 

Shogun must not be very smart, or he wouldn't keep his tigers 
behind thin glass doors. You'll have to beat two of these Vigeent 
Van Growls before you can advance. gg 


Let the Growl charge off one side of 
the screen, and move to the opposite 
side. As the Growl charges across the 
screen, get in line with him and attack. 
You'll knock him backwards. 
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While he’s flying back, 
move away from him 
j quickly. If he's still too 
close to you, you'll 
have to leap over him. 
Keep repeating this 
B attack plan until he 
bursts into flames! 

The Venoms are vicious! They can dodge attacks quickly. 
Work them over to one side of the screen and rapid-attack. This 
is the same attack you use on the Roadkill Rodneys. 

It's Shogun! He'll materialize 
onto the screen, then start 
swinging away with his Sword. 
Soon after that, his head will fly off 
his body! Jump kick Shogun's 
body while avoiding his head. The 
head is invincible. You can't 


€— mJ Time your jump kicks to hit the 
body while the Reads near the 

top of the screen. Shogun will 
almost certainly take you a few 
lives to pass. Just keep attacking 
and never let his body get a B 
break! Once you've beaten 
Shogun's body, his head will die 
too! It's time for the final fight... 


Scene 7—The Technodrome 

The Technodrome is filled with booby traps. You'll 
encounter ceiling lasers, wall lasers, and freeze lasers that 
turn you into a Turtle ice cube! The ceiling lasers are the 
same as the ones back in Scene 5. Destroy them the same 
way. The wall lasers are easy to avoid. 

The trickiest of the bunch are the freeze lasers. You have 
to slash them as soon as they emerge from the floor, or 
you'll be zapped! There are two groups of freeze lasers in 
the Technodrome. The first group appears after the door. 
The second group appears after the second wall laser. Stay 
in the upper right corner of the screen and slash them as 
they pop out. 
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When you reach the 
platform, stand on the lower 
right and you won't get hit by 


the boulders that tumble at 
zi F you as the platform descends. 
Db d Grab the Pizza waiting at the 


end of the ride. 

When you reach the metal door, stand at the top of the 
screen. The door will blow right off its hinges, smashing into you 
if you're in the way! Behind the p] 
door is a rougher, tougher Granitor. Eg 
Use the jump kick. Watch out for 
the electric beams; they'll give you 
a radical zap! Beat Granitor (again!) =S 
and you'll walk through the door. 
This is it, the inner sanctum of the 
Technodrome! And here comes the 
Brain from Dimension X! 

Krang's body is extremely quick. The only way you'll 
defeat him is by staying on the move and waiting for him to 
reveal his weakness. 


Every so often, he'll stop moving and raise his arms up twice. Hit 
him while he's doing this, then run away before he can strike back! 


If you destroy Krang's body, his brain will fly away! Then 
it's just you and the Shredder. Splinter is counting on 
you—don't let him down! 


SHH... THE SECRETS 


Defeating Shredder 


When Shredder comes onto the screen, he'll split up into two 
of himself! Shredder is armed with a sword, but this isn't too bad. 
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Shredder’s other attack is much worse. It’s a laser beam that 
will transform your Ninja Turtle into a regular, powerless, 
non-mutant turtle! 


You lose a life instantly if this happens. If Shredder moves to 
one side of the screen, he may be getting ready to fire a beam. 
Get ready to dodge it! 


Concentrate on attacking one of the Shredders with jump 
kicks. Don’t stay on the ground, because the Shredders’ swords are 
so long that they will hit you long 
before you get close enough to 
attack. Keep kicking away until 
the Shredder’s helmet pops off! 

Now you have to attack the 
other Shredder until his helmet 
pops off. This is when things 
really get tough. If you do too 
much damage to the helmetless 
Shredder, he’ll die, and the 
surviving Shredder will split into two again! It’s very important 
not to hit the headless Shredder until you’ve done the same to 
his partner. 

Once both Shredders are without their helmets, go for it! 
Kick both of them until they’re down and out! Then it’s time for 
some victory pizza... 


Extra Lives 


On the title screen, enter this code: URRDDDLLLLBA 
Start. When you start the game, you'll have ten lives! You can 
also use this trick with the two-player mode. Just make sure you 
hit Select before you enter the code (to select two-player mode). 
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Ultima: Quest of 
the Avatar 


Distributor: FCI 
Game Type: Role-Playing 


eer es he es ee ee RD ee 


WHAT’S GOING ON? 


You’re just another average Joe in the rat race of the 20th 
century. One day, you drive to the countryside for a little rest 
and relaxation. You pull into a meadow with a stream flowing 
gently past, and lie down in the cool shade of a large tree. This is 
how life was meant to be lived, you think as you doze off... 

Then, without warning, a swirling gate opens before you. It 
comes closer, threatening to swallow you up! Just as you’re about 
to be sucked in, the gate disappears, and a small metal object 
drops to the ground. You pick up the object. It's an Ankh. There's 
a flash of light, and a covered wagon appears before you. 

You walk into the wagon and see a hooded, mysterious old 
man. He waves you to come closer. "I am Hawkwind, the 
fortuneteller,” he says softly. “I have been sent to guide you on 
your path...” 
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You have been chosen to join the order of Avatarhood, to 
protect the land of Britannia from evil. To do this, you will have 
to overcome incredible challenges, both physical and mental. 
Only a truly worthy person can become the Avatar! 

You control a party of up to four adventurers who have set 
out to discover all the items needed for you to become an 
Avatar. At the start of the game, Hawkwind will tell your 
fortune by asking you a series of questions. How you answer 
the questions determines what type of character you will be. 

There are eight different character classes. Characters in 
each class vary according to their fighting ability, spellcasting 
ability, and what weapons and armor they can use. 


Paladin Ranger Shepherd Tinker 


The Mage is the most skilled character in the use of magic, 
but can only wear cloth armor, and uses weak projectile 
weapons. The Mage lives in Moonglow, the city of Honesty. 
The Bard is excellent with projectile weapons, but can only use 
leather armor. The Bard lives in Britain, the city of Compassion. 
The Fighter can use any and all weapons with a high degree of 
skill, and can wear any kind of armor. Unfortunately, he can’t 
use magic at all. The Fighter lives in Jhelom, the city of Valor. 
The Druid is good with magic and projectile weapons, but won't 
wear metal armor. The Druid lives in Yew, the city of Justice. 

The Tinker is a strong guy who’s almost as good as the 
Fighter with weapons, and is even better with magic 
weapons, but he is lousy with magic. The Tinker lives in 
Minoc, the city of Sacrifice. 

The Paladin is a well-balanced character, good with weapons 
and with magic. The Paladin lives in Trinsic, the city of Honor. 
The Ranger is good with weapons and average with magic, 
but will not wear metal armor. The Ranger lives in Skara 
Brae, the city of Spirituality. 
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The Shepherd isn’t good with weapons, and isn’t good with 
magic either! This character is the most challenging one to 
use. The Shepherd lives in Magincia, the city of Humility. 


PLAYERS 


Although only one player can play at one time, up to three 
players can save games separately on the cartridge using the 
battery backup feature. 


SCORING 


There are no points in this game, but there are plenty of 
challenges, both major and minor. In addition, you'll need to 
accumulate experience points and gold through endless 
encounters with evil creatures. The ultimate score is to become 
an Avatar by mastering the eight virtues of Avatarhood and 
reading the Codex within the Great Stygian Abyss. 


LIVES AND CONTINUES 


Because this is a battery backup game, you should never lose 
your entire party. However, there are ways to lose a character or 
two during the game. If you choose, you can restart the game 
without saving, restoring the character, but losing any gains you 
made in the last session. Or you can resurrect the character (if 
you know the Resurrection spell). However, death is always 
near for your characters since the land of Britannia is teeming 
with enemies who grow more powerful as your characters grow. 


CONTROLS 


Directional Pad Select Menu 
Approve Selection 


Reject Selection 
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WEAPONS 
There are different weapons available in shops, but the ultimate 
weapon and armor can only be had when you become the 
Avatar. They can’t be bought. 
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B-Bard P-Paladin 
D-Druid R-Ranger 
F-Fighter S-Shepherd 
M-Mage T-Tinker 


Weapon Price Where Found? 


+1 Sword 
X-Bow 
+2 Sword 
+1 Axe 
+1 Bow 
Wand 

+2 Axe 


Sword of 
Paradise 


Armor 
Cloth 
Leather 
Chain 
Ring 

+1 Cloth 
Plate 

+1 Chain 
+1 Plate 
Robe 


Exotic 
Armour 


20 
90 


1200 
2500 
4000 
7000 
None 


None 


Britain, Jhelom 

Britain 

Minoc, Trinsic 

Jhelom, Minor, Trinsic 
Britain, Jhelom, Vesper 
Jhelom, Trinsic, Vesper 
Buccaneer's Den, Trisnic 
Buccaneer's Den, Vesper 
Minoc 

Minoc 

Buccaneer's Den 
Buccaneer's Den 
Serpent's Spine/Minoc 


Lycaeum 


T nd? 
Britain 
Britain, Jhelom, Trinsic 
Britain, Jhelom, Trinsic 
Paws, Trinsic 
Paws 
Jhelom 
Buccaneer's Den, Paws 
Buccaneer's Den 
Magincia 


Empath Abbey 
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Who Can Use? 
All Classes 
AII Classes 
AII Classes 
B,EP,R,T 
B,EP R,T 
B.D EBR T. 
EP,T 

B DEBR, T 
BERT 

BI 

B, D, P,R 
D,M 

F 


The Avatar 


Who Can Use? 
All Classes 
BDERRT 
EDT 

D,P,R 

B,M 

EPT 

ET 

P 

S 


The Avatar 
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There’s no way you can make it through the game without 
the use of Magic. Here are the spells you will use and discover 
on your travels. 


Spell 
Light 


Missile 


Awaken 


Cure 


Wind 


Heal 


Sleep 


Fire 


Exit 


Dispel 


View 


Protect 


AS-Ash 
FU-Fungus 
GA-Garlic 
GI-Ginseng 


MA-Manroot 
MO-Moss 
PE-Pearl 
SI-Silkweb 


MP Cost Ingredients 


3 


10 


10 


10 


12 


12 


12 


15 


15 


AS 
AS, PE 


GA, GI 


GI, MO 


GA, MO 


GA, SI 


GI, SI 


AS, PE 


AS, MO, SI 


AS, GA, PE 


FU, MA 


AS, GA, GI 
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Effect 
Lets you see 
dungeons. 


Casts a magical 
missile weapon. 


Wakes up a sleeping 
party member 
during combat. 


Cures a party 
member of 
poisoning. 

Changes the 
direction that the 
wind is blowing. 
Restores some of a 
party member’s HP. 


Puts an attacking 
monster to sleep 
during combat. 


Casts a magical 
fireball. 


Teleports the party to 
the entrance of the 
dungeon they're in. 


Eliminates energy 
fields caused Poison 
and Fire spells. 
Shows your location 
in Britannia or in a 
dungeon. 

Casts a shield 


around the party 
during combat. 
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Spell MP Cost Ingredients Effect 

Ice 17 MA, PE Casts a magical 
iceball. 

Blink 18 MO, SI Lets you retreat 


from combat with- 
out losing Virtue. 


Reflect 20 AS, FU, GA, GI Deflects enemy 
projectile attacks, 
not magic spells. 

Negate 20 AS, GA, MA, PE Cancels out any and 
all magic spells cast 
during combat. 

Energy 22 AS, PE, SI Creates a 3 by 3 ring 
of lava! 

Destroy 23 FU, PE Kills an enemy 
instantly. 

Quick 25 AS, GI, MO Gives you any- 


where from 2 to 4 
more attacks per 
round of combat. 
Defeat 28 MA, MO, PE Casts ice balls at 
every enemy sur- 
rounding the party. 
Jinx 28 FU, MA, PE Causes enemies to 
start fighting each 
other! 
Squish 28 AS, MA, MO, SI Squishes an enemy 
to death. Yuck. 
Gate 32 AS, MA, PE Lets you teleport to 
any of the eight 
Moongate 
destinations. 
Tremor 40 AS, MA, MO Causes a deva- 
stating earthquake. 
Resurrect 45 22? Doing that back- 
from-the-grave 
thing. It’s good, it’s 
good! 


SPECIAL ITEMS 


There are many items you'll need before you enter the Abyss. 
Other items just help you get around. For the locations of these 
items, see the Avatar Advice below. 
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Item Function 

Bell One of the three items needed to enter the Abyss. 

Book One of the three items needed to enter the Abyss. 

Candle One of the three items needed to enter the Abyss. 

Gem Shows you a map of the dungeon level you're 
currently exploring. 

Horn Used to get to a Daemon-guarded Shrine. 

Keys of Virtue Open the door to the Codex within the Abyss. 

Magic Key Opens locked doors, of course. 

Oil Used as flaming missile weapons in combat. 

Runes Give you access to Shrines. 

Scale Used to create a +2 Axe. 

Sextant Gives you latitude and longitude coordinates of 
your position. 

Skull Totally evil. Don't use it or you'll never become 
the Avatar. 

Stones Used to obtain the Keys of Courage, Love and Truth. 

Torch Lights up the dark dungeons. 

FRIENDS 


You'll meet a lot of people who can help you throughout the 
game. For instance, some people can teach you new spells or 
give you clues to finding the Runes. There are also several types 
of locations that you'll find in more than one city. 


The Guild 

Buccaneer's Den, Vesper 

At a Guild, you can buy Torches, Gems, Magic Keys, and Oil. 
The Vesper Guild sells a special item. 


The Healer 

Many towns and castles 

This guy's delicate touch will cure all your ailments, but you 
should never need his services. You will have to visit every 
Healer, however, to become worthy of Avatarhood in one of 
the Virtues. 


The Herb Shop 
Buccaneer's Den, Moonglow, Paws, Skara Brae 
If you cast spells, you need herbs. Buy them here. 
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The Inn 

Many towns and castles 

To save the game (and to sleep off your injuries), stay at an Inn. 
20 GP is a reasonable price, don’t you think? 


The Magic Book Service 

Moonglow 

Whenever you learn about a new spell, you can go to this 
Service to have it inscribed into your book of spells. Unless you 
know all the components, however, you won't get the spell, and 
you won't be able to cast it. Talk to everyone you see to learn 
new spells. 


The Pub 

Many towns and castles 

If you want to drown your sorrows, visit a Pub. You'll meet lots 
of chatty folk there, and the bartender can be quite helpful if you 
tip him well. 


The Weapon and Armor Shops 

Many towns and castles 

Combat can be deadly unless you’re armed to the teeth and 
armored to match. Some towns sell weapons that others don’t. 


ENEMIES 

Name HP Off. Power Def. Power 
Insect 10 4 1 
Slime 10 6 6 
Rat 11 6 1 
Skeleton 12 8 6 
Gremlin 12 6 1 
Wisp 15 4 30 
Rogue 15 15 12 
Spider 15 6 6 
Ghost 16 10 18 
Ore 17 6 6 
Bat 18 6 1 
Python 20 9 13 
Nixie 20 8 8 
Wizard 24 9 30 
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Name HP Off. Power Def. Power 
Seahorse 25 5 5 
Mimic 27 15 48 
Troll 28 9 19 
Headless 30 12 19 
Squid 35 18 13 
Sea Serpent 40 21 13 
Lich 42 15 48 
Ettin 45 15 18 
Pirate 45 15 18 
Cyclops 48 20 36 
Daemon 48 15 30 
Lava Lizard 48 16 40 
Phantom 50 12 32 
Gazer 55 20 20 
Zorn 58 15 20 
Dragon 62 18 40 
Balrog 70 25 60 
Reaper 70 20 60 
Hydra 72 22 52 
STRATEGY SESSION 


General Strategies 


There are several ways to approach this game, but all of them 
take time. There's no way to play this game fast. However, there 
are some choices you should make early in the game that will 
affect the way things happen later. 


Starting With The Character You Want 


First, decide what kind of character you want to be at the start of 
the game. I chose a Fighter, because I wanted a character with 
lots of HP, who would be good in battle. Of course, the choice is 
up to you. Be aware that the character you start with determines 
who you can recruit later in the game. 

For example, when I played as a Fighter, I was able to 
recruit the Mage, Bard, and Druid at the start of the game, but I 
couldn’t get the Tinker or Ranger to join me. When I played as a 
Bard, the Tinker and Ranger joined my party. A general rule to 
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follow is: If you choose a weak character, you'll be able to recruit 
strong fighter types at the start of the game. If you choose a 
strong character, you'll be able to recruit weaker magical types. 

As your Experience Level grows, you will be able to recruit 
the characters that don’t join you at the start of the game, but 
you may not want to boost your Experience Levels. See below 
for the reason why. 

Now figure out what Virtue is the one that your character 
follows. Use this handy chart! 


Character Virtue 

Bard Compassion 
Druid Justice 
Fighter Valor 

Mage Honesty 
Paladin Honor 
Ranger Spirituality 
Shepherd Humility 
Tinker Sacrifice 


Finally, have Hawkwind read your future. Look for any 
question he asks that has your Virtue card as one of the choices, 
and choose that card. You'll have to choose your card three 
times before Hawkwind finishes. You will appear in Lord 
British's castle as the character you wanted to be. 


Moongate Madness 


When you leave the castle, you'll appear just outside the 
hometown of the character you've started as. Walk into town 
and refer to the Avatar Advice below. 

Use the Advice to check out everything of importance in the 
town, and do some more exploration on your own. Make sure 
you've talked to everyone in a town, including 
the children. And be sure to search the bushes 
and behind buildings for people lurking about 
in the shadows. 

When you've finished talking to everyone, 
it's time to move on. Look at the map to figure 
out where you are. Look for the Moongate, and 
use it to get to a new town. Right now, you'll 
only be able to search the eight towns near the 
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Moongates. Later on, when you obtain a ship, you'll be able to 
sail to islands with towns and castles. 

In each town, except your hometown, there will be someone 
who can be recruited into your party. The Advice will have this 
information. Remember that you won't be able to get everyone, 
since your experience level is so low. 


Monster Madness 


On your travels, you're 
bound to bump into a 
monster or three. The game 
is programmed to scale the 
monsters to the size and 
strength of your party. If 
you're just a bunch of wimps, don't expect to fight anything 
stronger than a skeleton or an orc. 

This scaling function of the game brings up a very interesting 
thought: What if you don't bother to advance your Experience 
Level? What happens then? Well, what happens is that the mon- 
sters stay as wimpy as you! You can rip through them with ease. 

However, you will want to boost your Experience Level up 
somewhat. Aim to build enough experience so that all of the 
characters in your party have anywhere from 300 to 400 HP. Any 
less and they're too wimpy, any more and the monsters they'll 
be fighting will be too strong. 

Now, if you think this is a bit too chicken, you can go ahead 
and boost your levels constantly. But your opponents will get a 
lot tougher, and you'll need spells to defend against them. Spells 
that cost lots of MP to cast, and MP that you probably won't 
have at this stage of the game. 

To boost your Experience, visit Lord British in his castle. If 
you wait a long time between visits, you'll often gain a 
promotion that puts you at a very high level. 

Here are some tips for combat: 

1. Use projectile weapons. Buy Slings for everyone in the 
party as soon as you can. They're cheap, and they let you shoot 
your enemies from a distance. With missile weapons, you can 
often knock out the entire party of monsters before they even get 
close. And be sure to upgrade to better projectile weapons as 
you collect the money. A party armed with X-Bows won't have 
to use their swords very often. 

2. Never use the AUTO function. The computer is dumb. 
Real dumb. If you use the Auto function, your characters will 
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often move when they should attack, or attack the wrong 
monster, or cast an unnecessary spell, or do something else fairly 
lame. Keep control of every action your party takes. And be glad 
that the computer moves the monsters in the same dumb way! 

3. Use the Protect spell. When this spell is activated, your 
damage is reduced roughly by half. This applies to all forms of 
attack. Against large groups of monsters, this can save you from 
a lot of damage. 


Hurt Alert 


Whenever your HP run low, 
you need to heal. There are 
a few ways to go about this. 
If you have spell- 
casters in the party, have 
them cast Heal spells. This 
isn’t too wise at the start of 
the game, when reagents are a problem because of their price. 
Later on, when you've got more GP, stock up on Heal reagents. 
If you’re in a town, don’t visit the Healer. He’s too 
expensive. Instead, stay at an Inn. For only 20 GP, you get a lot 
of HP back, and you can save your progress at the same time. 
Lastly, Lord British will heal you for free, if you ask him about 
his health. But remember, you don't want to see Lordy B unless you 
want to get promoted (and get into a lot more trouble in combat). 


A Path To Victory 

Here is one way that you can approach the game. It’s only a 
simple summary, because going step-by-step over everything to 
do in the game would fill up an entire book by itself! 

1. Start as the Fighter. 

2. Recruit the Bard, Mage, and Druid. You won't need to 
recruit anyone else, but you can if you want to. 

3. Go to Britain and build Experience until each party 
member has between 300 and 400 HP. Visit Lord British 
often to get promotions, but stop visiting when all your 
characters have reached their HP goals. 

4. Capture a pirate ship. The pirate ships won't start 
appearing until you've reached a certain Experience 
Level. 

. Wander around Britannia and build up your GP. When 
you have enough GP, sail to a Guild town and buy the 
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Magic Key. This Key will be crucial in getting to many 
locations in towns and castles. 

Build up your GP again to buy weapons and armor. Buy 
the Fighter a Sword, Bow and Chain Armor. Buy the Bard 
a Bow and Sword. Give the Bard the Fighter's old Leather 
Armor. Buy the Mage a Club. Buy the Druid a Club, Bow 
and Leather Armor. This will take a while, but you 
should have this equipment before you start the next 
step. 

Buy reagents for the Light spell, Wind spell, Heal spell, 
and the Protect spell. 


. Go to Castle Britannia and walk to the stairway on the 


North side of the castle. Getting there will require you to 
navigate a few secret passages, which is really quite easy 
since you have a map of the Castle and know where to 
look! 

You're in the Hythloth dungeon. Use your map to travel 
through it. See the Avatar Advice if you need help in the 
dungeon. At the end of this dungeon, you'll get the 
Balloon, an extremely handy piece of traveling 
equipment. 

Fly the Balloon to Britain, using the Wind spell to guide it. 
Use the map to plot your course. 


You've got the Magic Key, which gives you full access to 


the rooms in just about every town. You've got a ship, which 
lets you patrol the waters. And you've got a Balloon, which 
lets you fly anywhere without the bother of Moongates or 
monster attacks. 


From here, you can do just about anything, but you 


should, in rough order: 


1. 
2. 
3: 
4. 


5 


Collect all the Runes by visiting the towns. 
Collect all the Stones by visiting the dungeons. 
Collect all the Special Items. 


Collect the Keys of Virtue (Courage, Love and Truth) by 
going to the Altars in the dungeons. 


Attain Avatarhood in all eight Virtues by visiting the Shrines. 


The Avatar Advice will tell you where to find every Rune, every 
Stone, and every Special Item. It will also give you guidelines on 
how to become worthy of Avatarhood in each virtue. 
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Into The Abyss 


Okay. You’ve become an Avatar. No matter 
what class you are, you'll gain the ability to 
cast spells, and get 99 Magic points. It's time 
to enter the final dungeon, the Abyss. Look at 
the map of Britannia, in the Southeast corner. 
Inside the volcanic island, you should see a 
small cove. That's where you need to go. 

Travel to Moonglow and go to the Herb Shop. Buy HG 
reagents so that you'll have about 30 uses of the following 
spells: Cure, Heal, Protect, and Tremor. When you've stocked 
up, stay at the Inn, then walk along the coast to capture a pirate 
ship (if you don't already have one). Sail down to the cove. Get 
off the ship and walk South through the poisonous fields. Be 
ready to cast some Cure spells. 

When you reach the next screen, 
you'll see a volcanic cone. Walk 
directly onto the cone (through the 
lava, unfortunately). Now use the Bell, 
Book, and Candle, in that order. After 
you use the Candle, you'll be 
teleported to the entrance to the Abyss. 
Alone! You'll have to fight through the 
last dungeon all by yourself. 

Here are maps showing only the critical paths in each of the 
eight levels of the Abyss. Follow the paths carefully, and don't 
stray from them. If you do, you may run into a trick or trap that 
will force you to reset the game and start all over again, which is 
VERY frustrating at this stage. 


Level 1 


Level 2 
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Level 3 Level 4 


Level 6 


Level 5 


Level 7 Level 8 
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At the end of each level, you'll 
encounter an Altar. The Altar will ask a 
question about a Virtue. You should 
know the answers to these questions by 
now, but here are the answers if you 
want them. 


1st Level: Honesty (Blue) 5th Level: Sacrifice (Orange) 
2nd Level: Compassion (Yellow) 6th Level: Honor (Purple) 
3rd Level: Valor (Red) 7th Level: Spirituality (White) 
4th Level: Justice (Green) 8th Level: Humility (Black) 


When you place the Black 
Stone onto the last Altar, you'll 
be transported to a locked room. 
If you have the Keys of Courage, 
Love and Truth (which you got 
from the dungeon Altars), they 
will combine into one key and 
open up à passage to the Codex. 

You'll automatically walk to the Codex. Read it, and then 
walk up the huge staircase North of the Codex. You are now the 
Avatar of Britannia! Congratulations! 


AVATAR ADVICE 

Cities and Castles 

Britain, the City of Compassion 

lolo the Bard 

The Bardman is strumming his string instrument next to a fire in 
the Southeast part of the city. 


Jhelom, the City of Valor 

Geoff the Fighter 

This hefty dude hangs out in a room to the left 
side of the stairs to the Inn. 

Guard 

Talk to the Guard outside the Pub twice, and 
he'll tell you one of the ingredients of the 
Tremor spell: Manroot. 

Pub 

The bartender here talks when you give him a tip, but spare 
your dough, because his tip is to say SELECT in the Vesper 
Guild. This will allow you to buy a Sextant. 
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Magincia, the City of Humility 

Katrina the Shepherd 

This very weak character is at the bottom of the staircase in the 
Southwest corner of Magincia, just outside the actual town. 
When you have the Magic Key, you can open the chamber 
behind her to retrieve the Robe, which only she can wear. 


Minoc, City of Sacrifice 

Julius the Tinker 

Julius in standing just inside the door of the house in the 
Northeast corner of the city. 

Sick People 

Give GP to the sickly people in Julius’ house and you'll find out 
the location of the Rune of Sacrifice. 

Zircon 

Zircon is a master smith. But he won't be of any use until you 
have the Scale. Talk to him when you have the Scale and he'll 
offer to make it into a weapon. 
Let him do it. You'll have to 
wait a long while, but 
eventually, Zircon will give 
you the +2 Axe. Only the 
Fighter can use it, though. 


Moonglow, the City of Honesty 

Basil 

This old man is just to the right of the path between the Magic 
Book Service and the Healer. He has a secret that he won't tell 
you until you've reached a certain 
Experience Level. Here's that secret: EIE 
Search 149,46 on the night of the MEM 
twin new moons. 149,46 are MEME 
coordinates that won't mean a thing [Rites 
to you until you have the Sextant. SAL 
With the Sextant, you'll be able to 
find the location. Search when both 
moons are black and you'll find 
Fungus, one of the reagents. 

Herb Shop 

There's a customer inside the Herb Shop who will tell you the 
Sleep spell. Thanks! 
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Magic Book Service 

Whenever you learn a new spell, you can’t cast it until it’s 
written in your spell book. To do this, you must visit this shop. 
The shopkeeper will ask you the ingredients of the spell you 
want written in your book. If you get the reagents right, you'll 
now be able to use the spell. If you get them wrong, you'll have 
to try again. The Weapons list above shows the reagents in every 
spell except Resurrection, but remember that you have to learn 
about a spell in the game, not from our list, before you can have 
it written down. 

Mariah the Mage 

She's standing on a brick in the Northwest part of the city. 


Skara Brae, the City of Spirituality 


Inn 

Every so often, a ghost will appear at the Inn. 
Talk to him and he'll tell you about the Stone 
of White. 


Shamino the Ranger 
Shamino is standing just to the left 
of the Ankh in the town square. 


Trinsic, the City of Honor 

Dupre the Paladin 

Check inside the Pub to find him. 

Farmer 

In the Southeast 
corner of town, 
there’s an old man 
cultivating his 
field. Every great 
while, the field will 
be ready for 
harvest. (It has nothing to do with the Moongate cycle; you just 
have to keep checking the town every so often until harvest time 
arrives.) Help the man harvest his field and he'll tell you where 
the Rune of Honor is. 
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Pub 
Tip the barkeep to find out about Fungus. Actually, don’t. Check 
out the section on Moonglow. 


Yew, the City of Justice 

Calmuny 

This scholar is hiding in the bushes 
on the East side of town. If your 
Experience is high enough, he'll tell 
you to Search 54,182 during twin 
new moons to find Manroot. But 
now you know anyway! You'll need 
the Sextant to find this location. 


Healer 

There's a set of stairs on the East side of the Healer building. 
Climb them and talk to a person with the Squish spell. 

Jaana the Druid 

Jaana is next to a fire in the Northwest corner of town. 


Ramus 

This little boy is hiding in the trees 
to the Southwest of the Inn 
building. Talk to him twice to find 
out about the Rune of Justice. 


Buccaneer's Den, the Village of 
Pirates 

You'll learn the location of the Horn 
of Silver and the Skull of Mondain 
here. You can also buy Manroot at 
the Herb Shop. Press SELECT when 
the man asks you what you want. 


Cove, the Village of Knowledge 
You can only get to this village by using the 
Balloon or by sailing into a whirlpool in the 
ocean, which isn't located on the map. Good 
luck finding it! 

In this village, you'll find the Candle of 
Love, the Gate Travel spell, and get to talk to 
a Seahorse about how to reach the Abyss. 


310 


Ultima: Quest of the Avatar 


Paws, the Village of Hidden Magic 
Travel here to get the Reflect spell from a man in the Southwest 
corner of town. The Rune of Humility is also hidden here. 


Vesper, the Village at the End of the World 
Someone here knows the Destroy spell. The Guild will sell you 
the Sextant, but there’s a tricky way to get him to offer it to you. 


Castle Britannia 
Lord British is here, but the most important man 
in the Castle is Hawkwind. When you visit him, 
you can find out how you are progressing on 
your quest to master the eight Virtues. If he tells 
you that you are worthy of Avatarhood in a 
Virtue, you should travel to the Shrine of that 
Virtue and meditate. 

The Rune of Spirituality is on the first floor. 
Be careful, or you'll steal GP instead of taking 
the Rune. 


Empath Abbey, the Castle of Love 

Search the Library for the Book of Truth. Climb down the stairs in 
the Southeast corner of the Castle to get the Exotic Armour. 
However, you can't climb dow the stairs until you have reached 
Avatarhood in all eight Virtues. Sorry! 


Lycaeum, the Castle of Truth 

The Sword of Paradise is up the stairs in 
the Southwest corner of the building, but 
you must be an Avatar before you can 
retrieve it. There’s a man in here who 
knows most of the Resurrect spell. Finally, 
look through the Telescope to see a neat 
view of Britannia. 


Serpent's Hold, The Castle of Courage 
The Jinx spell is known by a man in the Southwest corner. You'll 
also find out the location of the Bell of Courage. 


Dungeons 


The dungeons are made up of both 2D and 3D views. When 
you're just moving around the dungeon, the view will be 3D. If 
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you enter a room with monsters, treasure or something 
important, the view will shift to 2D. 

There are tons of hidden passages in the dungeons, and 
finding them depends on which view you're in. In the 3D view, 
you just have to try walking right through the walls! You 
shouldn't have to try this everywhere, though. The dungeon 
maps included with the game will give you a very good idea of 
where to try to walk through the walls. 

In the 2D view, you have to walk along the walls. 
Sometimes, you'll walk onto a hidden switch, revealing a path. 
Sometimes the switches will be set behind lava or poison 
squares, and you'll have to walk over them to set off the 
switches. Once again, the maps will clue you in on where and 
when to look for them. 

There are two objects you'll see in the 3D view that should 
be avoided: Jewels and Fountains. 


When you touch a Jewel, one of your attributes 
will be increased, but you'll also take an 
incredible amount of damage. It's not worth it, 
so don't bother. 


Fountains are refreshing stops that will either 
restore your HP or poison you! Just take an 
adequate supply of Heal and Cure spells into 
the dungeon and you'll have no need for the 
Fountains at all. 


If you find chests in the 2D or 3D views, open 
them! You'll find a ton of GP in some dungeons, 
and you can keep going through those dungeons 

to build up your GP. 


Every dungeon is connected by the Altar Rooms. These 
Altars, on the 8th Level of each dungeon, go between four 
dungeons each. See Special Items below to find out where 
they go. 
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Covetous 

Stone of Orange: 7th Level (Answer Yes) 

Gold Chests: 5th Level 

Altar Rooms: Courage, Love 

The only way to reach the entrance of Covetous is by ship. 


Deceit 

Stone of Blue: 7th Level (Answer Yes) 
Gold Chests: 4th Level 

Altar Room: Truth 


Despise 

Stone of Yellow: 5th Level (Give GP) 
Gold Chests: 6th Level 

Altar Room: Love 


Destard 

Stone of Red: 7th Level (Answer Yes) 
Gold Chests: 4th Level 

Altar Room: Courage 


Hythloth 

Altar Rooms: Courage, Love, Truth 

There is no Stone is this Dungeon. Your quest is to go through 
the dungeon to find the Balloon. 


Shame 

Stone of Purple: 2nd Level (Answer Yes) 

Gold Chests: 6th Level 

Altar Rooms: Courage, Truth 

The only way to reach the entrance of Shame is by ship. 


Wrong 

Stone of Green: 8th Level (Answer Yes) 
Gold Chests: 4th and 7th Levels 

Altar Rooms: Love, Truth 


Serpent’s Spine 

This isn’t really a dungeon, just a location hidden in the 
mountains North of Britain. You'll need the Balloon to reach 
here. Inside, you'll find the Scale and the Stone of White. 
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The Rune of Compassion 
Search at the foot of the stairs in Britain. 


The Rune of Honesty 
Search three steps South of the brick where the 
Mage stands in the Northwest corner of Moonglow. 


= 
= 
ES 


The Rune of Honor 
After you help the old man in Trinsic harvest 
his field, Search the middle of the field. 


The Rune of Humility 
Search the dirt in the Southeast corner of the 
town of Paws. 


The Rune of Justice 
Search the Southeast corner of Vorpal's cell in Yew. 


The Rune of Sacrifice 
. Bh Search the fireplace of Zircon the Smith, 
M wo: located in Minoc. 


The Rune of Spirituality 

Search the hidden room in the 
middle of the first floor of 
Castle Britannia. 
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The Rune of Valor 

Use the Key to get to the stairs in the 
Southwest corner of town. They lead to a 
long underground passage where a ghost 
floats around. Search the corners of the room. 


Shrines 


Make sure you have reagents for Cure spells. 
Some Shrines have swamp squares 
surrounding them, which means that you will 
be Poisoned as you enter them. When you 
come back outside, you had better be able to 
Cure yourself or you'll die before you make it 
back to a town. 

Meditate for three cycles. Anything less would be 
uncivilized. And wouldn’t make you a partial Avatar. 

Don’t travel to more than one 

Shrine at a time. If you try to meditate 
at Shrines too quickly, the Ankh will 
tell you that you’re too drained from 
your last meditation. Do some 
exploration or fighting in between 
= =e Shrine visits. 
When traveling to the Shrine of Humility, make sure you 
have the Horn. This Shrine is guarded by a horde of Daemons. 
You can’t walk to the Shrine unless you blow the horn when the 
Shrine is in sight. Then, when you come out of the Shrine, blow 
the Horn again so that you can get away from the Shrine 
without being attacked! 

Traveling to the Shrine of Spirituality is a bit tricky. Get to 
Minoc and wait next to the Moongate. When both moons are 
full, enter the Moongate and you'll be teleported to the entrance 
gate of the Shrine. 


Noti, 


Special Items 


Bell of Courage 

Look at the Map of Britannia. See 
the small, white island below 
Magincia? This is actually a small 
cove. Sail the ship into the cove 
and Search. You'll dive into the 
water and retrieve the Bell. 
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Book of Truth 

There’s a library in the Northwest 
corner of Empath Abbey, the Castle 
of Love. Walk into the middle row of 
books, on the right side of the 
library, and Search to find the Book. 
You'll need the Magic Key to get into 
the Library. 


| — 


5 
E 


Candle of Love 

Go to Cove, and enter the village shrine. 
Look at the map closely and you'll see 
some stairs in the Northwest corner of 
the shrine. They're behind a hidden 
passage-way, but the passage is not hard 
to find. Climb up to the second floor and 
take the Candle out of the chest. 


E 
E 
E 
Ll 


Flute 

There's a staircase hidden in the middle of Magincia. Climb 
down and take the Flute out of the chest. Don't worry, it's not 
considered stealing in this one instance. 


Horn of Silver 

Look at the Map of Britannia. See the small 
island above Magincia? Sail there and Search 
in the grassy squares. One of them will have 
the Horn. 


Keys of Virtue 

There are three keys of Virtue: Courage, Love and Truth. To get a 
Key, you must visit an Altar within a Dungeon. You'll also need 
all the Stones, because you must place four Stones into each 
Altar to get the key. Here are the Stones to use for each Altar. 


Despise Destard 


Covetous — Love — Wrong Shame — Courage — Covetous 


| 
Hythloth Hythloth 
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Courage—Orange, Purple, 
Deceit Red, White 
| Love—Green, Orange, 
Wrong — Truth — Shame| White, Yellow 
| Truth—Blue, Green, 
Hythloth Purple, White 


The Altars connect several 
dungeons. When you go into an Altar room, make sure you 
leave the same way you came in, or you'll end up in a new 
dungeon. 

Examine the charts to see the ways that the Altars connect 
the dungeons. 


Scale 

Travel to the Serpent's Spine, using the 
Balloon (this is the only way to reach the 
entrance to the Spine). The room farthest 
South has a chest with the Scale inside. 


Sextant 

Travel to Vesper and enter the Guild. 
When the man asks what you want to buy, 
hit SELECT. He'll offer you the Sextant. It 
costs a bunch of GP, so be sure you've got 
a good 
amount of money. 


Skull of Mondain 

Look at the Map of Britannia. See the 
small group of three islands in the 
Southeast corner of the Map? Sail the 
ship into the middle of these three 
= volcanoes, and Search. Somewhere on 
the sea floor, you'll find the Skull. 


Stones 


Six of the Stones are in the dungeons. There are two Stones in 
other places. 

Stone of Black 

Wait next to Moonglow’s Moongate. Enter the Moongate when 
both moons are new and Search. 

Stone of White 
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Search the North end of the Serpent's Spine. 
Virtues 


When you attain Avatarhood in a Virtue, that doesn't mean you 
can go crazy and start lying, stealing and cheating. You can lose 
your Avatarhood, and if you do, you'll have to earn it all over 
again from scratch. 

Don't use the Skull of Mondain. This is like Luke Skywalker 
joining the Dark Side of the Force! You lose so much Virtue that 
you can never recover. 

There are lots of treasure chests in the towns, but opening 

one is stealing. Big-time stealing. 
[3] kl Don't do it. 

Be compassionate and give Gold 
to every beggar you see, in every 
town. Don't forget places like jail cells 
and Healers' buildings. It doesn't 
matter how much you give, so you 
could just give 1 GP to each beggar if 
you wanted to. It's up to you. 

Don't lie! Ever! It's hard to be 
honest sometimes because of the awkward ways in which 
people will ask questions. Too many "thines" and "thees" make 
a simple question pretty confusing. If you think you've lied to 
someone, talk to them again 
and tell the truth. 

Visit every Healer, I mean 
EVERY Healer, and talk to 
them. Some of them will ask 
if you want to give blood. Say 
yes. You'll need to give the 
Sacrifice of blood at many Healers, so look around. 

Fight, fight, fight! A mighty warrior is sure to become 
worthy of the Virtue of Valor. And 
don't run away from a fight, or you 

HEY THOMAS/ 


WHERE YA BEEN? lose 


YEAH, WEVE Valor. 
BEEN SERGDDIN'7 NOW ATLASGST 
PO DAVE YOU/ 


MATS YOUR 
PROBLEM? 
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ITS THE AVATARS 
MOST VIRTUOUS / 


NOW YE SHALL 
BE JUDGED. 


WHADDYA 
MEAN, 


JUDGED? 


E) Jj 
NE 


[THOMAS WENT STRAIGHT TO TH&| 


STORE AND BOUGHT 
MAX AND PAUL WENT ON TO A 
BECOME VIDGAME CHAMPS. NINE hg 


THE TROGLODYTE WAS 
SENT ON A QUEST IN 
SEARCH OF VIRTUE 


TURN IN FOR 
NINTENDO GAMES SECRETS VOLUME 3 
COMING SOON... 
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Previews 


There are lots of new games coming out for the NES. We 
thought you'd like to see previews of some of the best of the 
new crop. This is only a small sample of what's to come, but we 
predict these will be among your favorites. 


BATTLETOADS 
Distributor: Tradewest 


> 


Professor T. Bird and the 
Battletoads—Pimple, Zits and 
Rash—are escorting the 
bodacious babe Princess 
Angelica to her home planet. 
But the evil Dark Queen 
shows up and kidnaps 
Pimple and Angelica, 
stashing them in her hideout. 
Now Zitz and Rash 
have to fight their way through 12 levels of deadly action, 
fighting a barrage of bogus enemies and huge Bosses like the 
Giant Red Walker. The graphics are so good you may think you 
have an arcade machine at home, and the sound effects are toad- 
ally tubular. This game’s been under development for three 
years—play it and you'll know that it was time well spent! 


ry 
AE. 


RAR 


VERUS 


Es 


FARIA 
Distributor: Nexoft 


Faria was a  once- 
prosperous land that has 
been overrun by an evil 
Wizard determined to 
destroy everything in his 


Previews 


way. The King of Faria has sent out for help from every corner of 
the kingdom, but only one warrior has been brave enough to 
step forward and accept the challenge ahead. You, of course! 

The role-playing aspect of the game comes from 
exploring the landscape and interacting with various characters. 
The arcade aspect comes from the arcade sequences in which 
you battle the fierce monsters of the Wizard. Bring along lots of 
graph paper to map, and lots of friends to help you solve the 
tricky puzzles! 


STAR WARS 
Distributor: JVC/Lucasfilm 


A long time ago in a galaxy far, far away... 


Those words introduced to the world the biggest movie of all 
time: Star Wars. Almost fifteen years after its release, it still 
captivates audiences around the world. Many videogames have 
been based on Star Wars and its sequels. This game promises to 
be better than all the ones that came before. 

You'll be able to take on the identities of all your 
favorite characters: Luke Skywalker, Han Solo, Princess Leia, 
Obi-Wan Kenobi, and the two robots C-3PO and R2-D2. Take the 
helm of the Millenium Falcon and fly through a treacherous 
asteroid field, or pilot a landspeeder across the vast wastelands 
of Tatooine. There will be many ways to complete the game, but 
only one of them will be true 100% completion. 
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Short Tips 


Here are some tips to add to your fun. Here are what the abbreviations 
stand for in the tips: 


U-Up, D-Down, L-Left, R-Right, STA-Start, SEL-Select. 


Adventure Island II 

Level Select 

Press RESET on the NES, then wait for the title screen to 
reappear. Eeter R L R L A B A B. 


Adventure of Link 

Defeating the Shadow 

In Nintendo Games Secrets, we described one way of beating 
the Shadow. Another way is to stay in the left corner, duck, and 
keep the sword flashing. 

Thanks to Jason Schmidt of Cheyenne, Wyoming for this super tip! 


Baseball Simulator 1.000 

Eliminate Hitters 

To get rid of a hitter, hit him with a Fireball pitch. 

No Super Pitching And Hitting 

If you're playing the computer, you can prevent it from using 
Super skills. When the computer selects a Super ability, call Time 
Out and go to the Pinch Hitter or Relief Pitcher screen, then 
select Cancel. When you return to the main screen, the Super 
skill will be gone. 


A Boy and His Blob 


Brick Wall Blob 

Feed the Blob a Honey jellybean. When the Blob starts changing, 
throw a Ketchup jellybean in the opposite direction. The Blob 
will turn into a wall! 


Captain Skyhawk 

Invincibility 

During both the falling letters screen and the Captain Skyhawk 
screen, press U, R, D, L and U four times. 
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Dash Galaxy 

Level Select 

On the title screen, press A, B, SEL, and U and L at the same 
time. Select the level you want to start on, and press STA to go. 


Double Dragon II 

Secret Continues 

To continue on levels 1-3, enter this code at the Game Over 
screen: U, R, D, L, A, B. 

To continue on levels 4-6, enter U, D, L, R, B, A, A. 

To continue on levels 7-9, enter A, A, B B, D, U, R, Lon 
Controller 2. 


Dragon Spirit 

20 Lives 

During the title screen (after the first battle), press and hold A 
and B on Controller 2, then press STA on Controller 1. When 
you start the game, you will have 20 lives. 

Sound Test 

Hold down A, B and U on Controller 2, then press RESET. 


Dragon Warrior 

Recharge Magic Points 

When your Magic Points are low, don't bother going to an Inn 
and spending Gold. Go to the bath in the center of Tantegel 
Castle, and find the person behind a desk. He'll speak to you, 
and your Magic Points will be restored. 

Thanks to Chad Conley of Imperial, Pennsylvania for this super tip! 


Dynowarz 


Password 
The password for the final level is 6425. 


8 Eyes 

Order of Castles 

Visit the castles in this order: Spain, Egypt, Italy, India, Africa, 
Germany, Arabia, and Ruth. 

Order of Jewels 

Place the jewels in this order: Yellow, White, green, Orange, 
Blue, Purple, Red, and Black. 

Passwords 

To start the second quest, enter TAXANTAXAN. To try the 
ultimate challenge, enter FINALSTAGE. 
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Gauntlet 2 


Walls to Exits 

Stand completely still—don't move or shoot—and wait until all 
the walls turn into exits. This usually takes about 150 health 
units worth of time. 


Gremlins 2 


Passwords 

These passwords will take you to every substage of the game. 
Level 1-1: GBOK 
Level 1-2: BVKF 
Level 2-1: DXNH 
Level 2-2: CGMW 
Level 3-1: NJTD 
Level 3-2: ZFPJ 
Level 4-1: SHMC 
Level 4-2: VLBB 
Level5-1: NXRD 


Journey to Silius 
Nine Continues and Sound Test 
On the title screen, press B 33 times, then press STA. 


Kickle Cubicle 


Password 
Enter the password Fbg] IYAX to play a special game. 


Kings of the Beach 
Passwords 
These passwords will take you all over the world. 
Stage 2 (San Diego): Side Out 
Stage 3 (Waikiki Beach): Gekko 
Stage 4 (Rio de Janeiro): Topflite 
Stage 5 (Australia): Sundevil 


Maniac Mansion 

Nuke The Hamster 

In the early versions of this game, you can put Weird Ed's 
hamster into the microwave oven in the kitchen! The only two 
characters who can do this are Razor and Syd. Don't give the 
hamster bits to Weird Ed, whatever you do! (Later versions of 
the game won't allow any character to nuke the hamster.) 
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Mega Man 2 

Weird Background 

On the round sleection screen, hold down A and B and press the 
Controller in the direction of the Robot Master you wish to fight. 
Hit STA. The Master will appear against a background of baby 
chicks! 


Metal Fighter 

Level Select 

On the title screen, press and hold A and B. Press SEL the 
number of times that is the number of the level you want to skip 
to (two presses for Level 2, three for Level 3, and so on). 


Mission: Impossible 
Passwords 
This password will take you to the final mission: QBYZ. 


Narc 

Extra Continues 

On the title screen, press and hold A, B, SEL and U. Press STA 
and you'll begin with two continues. 


Rad Racer 2 

Level Select 

On the title screen, hit B one less time than the level you wish to 
start on. For example, to start on Level 3, you hit B twice. When 
you've selected your level, press Ul and L while pressing STA. 


Solstice 

Infinite Lives 

Press SELECT to call up the selection screen. Then press B, STA, 
STA, B, B, STA, STA, B, B, STA, STA, STA, B, STA, B, B, B, STA, 
STA, STA, B, STA, B, STA, STA, B, STA, STA, B, B, STA, B, STA. 
The screen will flash if you have entered the code correctly (and 
congratulations if you did!). 


Super Mario Bros. 2 

Defeating Wart 

As the Princess, grab one of the vegetables that spew out of the 
machine. Jump behind Wart, and throw the vegetable at him 
when he opens his mouth. Keep repeating the attack until Wart 
is defeated. 

Thanks to Paul DiGrazia of Chicago, Illinois for this super tip! 
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Super Sprint 

Extra Laps 

Just before you finish your first lap, turn on the Slow Motion 
feature on your controller (or just hit Start rapidly). As you cross 
the finish line, you'll be credited with a lap every time the game 
pauses and unpauses. 


Tecmo Bowl 


Passwords 

Try these passwords to pit Chicago against an invisible team, 
and against itself! 

Chicago Vs. Invisible Team: 397BFFA5 

Chicago Vs. Chicago: 697BFFA5 


Vegas Dream 
Password 
Enter this password and you'll need just one dollar to win the 


game. 
GIE! K7!H 18UL QF 


VGAU 8LVK RGAU 8L 
5QK7 DQI2 GLS4 IP 
3MW] SHBU 9M22 22 
22J3 ?MIT CWAN XM 
TICW AN33 3333 G4 


Yo! Noid 

Secret Warp 

In the second dock level, move next to the large boat on the top 
pier. Jump up to find the warp zone. 

Thanks to Paul DiGrazia of Chicago, Illinois for this super tip! 

Got any other great tips? Let us know. Write to: 

Game Tips 

P.O. Box 1260 

Rocklin, CA 95677-1260 
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SimEarth: The Official Strategy Guide s+» ($18.95 July) 
Harpoon Battlebook. . ($18.95 Aug.) 
The Official Lucasfilm Games 
Air Combat Strategies Book.. 
PowerMoBgerh S. d enu 
Ultima: The Avatar Adventures 
Wing Commander I and II 


.. $18.95 (Sept) 
$16.95 (Sept) 
. $16.95 (Oct.) 
.. $16.95 (Oct.) 


ORDER FORM 


Please send me the following items: 


Unit 
Quantity Title Price Total 
$ $ 
$ $ 
$ $ 
$ $ 
$ $ 
Subtotal $ 


6% SALES TAX (California only) $ 
SHIPPING $3.00 $ — 
TOTAL ORDER $. 


HOW TO ORDER 
By telephone: 
With Visa or MC, call (916) 624-5718. Mon.-Fri. 9-4 PST. 
By Mail: Just fill out the information below and send with your 
remittance. 


I am paying by (check one): Check [] Money Order [J 
Visa/MC O 


My name is 
I live at 
City State Zip 
Visa/MC# Exp. 
Signature 
PRIMA PUBLISHING 
P.O. Box 1260NINB 
Rocklin, CA 95677 


(Satisfaction unconditionally guaranteed) 


U.S. $9.95 
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SKATE OR DIE 2 


THE IMMORTAL 


BONUS | 


CONTINUING FROM VOLUME I MORE 
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Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 
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No profit is made from these scans, nor do we offer anything 
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this site) please donot support them and do let us know: 
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